[/IlbradyGAMES 
TOTALLY UNAUTHORIZED 











SECREDCODES, MAPS, AND-MORE! 


Covers PC CD-ROM 


TOTALLY UNAUTHORIZED 


&y 
% 
&Y 
[iBradyGAMES 





»y 








|IINBradyGAMES 


LEGAL STUFF 


Totally Unauthorized Guide to DESCENT Il 


©1996 
Brady Publishing 


All rights reserved, including the right of 
reproduction in whole or in part in any form. 


Brady Publishing 

An Imprint of 

Macmillan Computer Publishing 
201 West 103rd Street 
Indianapolis, Indiana 46290 


ISBN: 1-56686-498-4 
Library of Congress Catalog No: 95-080983 


Printing Code: The rightmost double-digit number is 
the year of the book's printing; the rightmost single- 
digit number is the number of the book's printing. For 
example, 96-1 shows that the first printing of the 
book occurred in 1996. 


99° GR OF 96; «a2 T 
Manufactured in the United States of America. 


Limits of Liability and Disclaimer of Warranty: 
The author and publisher of this book have used their 
best efforts in preparing this book and the programs 
contained in it. These efforts include the development, 
research, and testing of the theories and procedures 
to determine their effectiveness. THE AUTHOR AND 
PUBLISHER MAKE NO WARRANTY OF ANY 
KIND, EXPRESS OR IMPLIED, WITH REGARD TO 
THESE PROGRAMS OR THE DOCUMENTATION 
CONTAINED IN THIS BOOK. THE AUTHOR AND 
PUBLISHER SPECIFICALLY DISCLAIM ANY WAR- 
RANTIES OF MERCHANTABILITY OR FITNESS 
FOR A PARTICULAR PURPOSE. THE AUTHOR 
AND PUBLISHER SHALL NOT BE LIABLE IN ANY 
EVENT FOR INCIDENTAL OR CONSEQUENTIAL 
DAMAGES IN CONNECTION WITH, OR ARISING 
OUT OF, THE FURNISHING, PERFORMANCE, OR 
USE OF THESE PROGRAMS. 


©1996 Parallax Software. All rights reserved. DESCENT and 
Interplay are trademarks of Interplay Produtions. All rights 
reserved. 


This book is published without the license, official seal, autho- 
rization, or participation of Interplay and Parallax Software. 
Parallax Software and Interplay Productions do not sponsor, 
endorse, or grant seal of approval to this unofficial guide, and 
have no association with BradyGAMES or Brady Publishing. 





((NBradyGAMES Stare 


Publisher 

Rick Ranucci 
Editor-In-Chief 

H. Leigh Davis 
Licensing Manager 
Maritza Gibbons 
Managing Editor 
Chris Nelson 
Development Editor 
David Cassady 
Project Editor 

Tim Cox 
Acquisitions Editor 
Debra McBride 


Screenshot Editor 
Michael Owen 


Copy Editor 
Kelly Oliver 


Technical Editor 
Steve Schafer 


Creative Director 
Jean Bisesi 


Book Designer 
Kevin Spear 
Indexer 

Tim Griffin 


Production Team 

Heather Butler, Daniel Caparo, 

Dave Eason, Scott Tullis, Christine Tyner, 
Megan Wade 








ABOUT THE AUTHOR 


Paul Bodensiek owns and operates ParaGrafix, a company concentrating 
in technical writing, graphic arts, and engineering. He has been playing 
computer games since Pong first hit the streets and has been fascinated by 
games ever since. 


When he’s not playing computer games or working, he... wait, there's 
almost no time that he isn’t playing computer games or working. 

He has also written Complete Myst Hints and Solutions for 
BradyGAMES and Intranet Publishing Kit for Macmillan Computer 
Publishing. He was a contributing writer for Special Edition Using 
CorelDRAW! 5 for Que Corporation. 


DEDICATION 
For my mother, Enid. A tougher fighter you'll never meet. Her determina- 
tion is inspiring. 


With special thanks to my wife. Mary. who put up with my being absent 
throughout the writing of this book and who, I'm sure, didn’t believe me 
when I said, “No, really, I'm being paid for this.” 


TOTALLY UNAUTHORIZED 
GUIDE TO DESCENT II 


TABLE OF CONTENTS 


GHAPTER 1: INTRODUCTION «20s eee ene ene nee n nn eee 6 
GHAPTER 2: THE ROBOTS 2 ow cece ec cere nc nse enne 7, 
CHAPTER 3: WEAPONS AND POWER-UPS .. eee ee ee eee 23 
CHAPTER 4: FIGHTING STRATEGIES .. ee eee eee ee eens 32 
GHAPTER 5: THE LEVELS «1. cee een eect eens 36 
CHAPTER 6: DESCENT II CHEAT CODES ..... eee eee 163 
CHAPTER '7: MULTIPLAYER GAMING «2.2.20 200 eee eee 168 
CHAPTER 8: TROUBLESHOOTING DESCENT Il ..... +e 194 








INTRODUCTION 


You are Material Defender 1032. The staff and management of the Post- 
Terran Mining Corporation have expressed their gratitude for your efforts 
in eradicating the robots from their inner system mining operations and 
Pluto Base. 


In response to your repeated queries, the PTMC reiterated its corporate 
policy: You are to be retained per your standard mercenary contract for a 
short reconnaissance mission. Failure to complete this mission will result in 
revocation of all compensation for your recently completed mission. 


As a result, you are stuck for another tour of duty. Tough luck. Because 
the PTMC is not allowing any outside communications to you, the rest of 
the info that follows should supplement your efforts on your new mission. 
Inside you'll find all the known information about the mines, robots, and 
power-ups you'll encounter during your mission. The PTMC Military 
Intelligence division devised critical path analyses for the mines. These are 
included as well, because the company isn’t going to give them to you. 


Please use this information to your advantage—this job won't be a cake- 
walk. Take all necessary steps to ensure survival. Good luck! 








THE ROBOTS 
EEVEL 1 











Name: Guide "Bot 
Size: 1 meter 
Est. Armament: None 


Threat: None 


Notes: Originally a tour guide 
of the mines. Perfect tool to use. 
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The Guide ‘Bot is the only robot you'll encounter that’s not out to get you. 
It has a complete knowledge of the mine and leads you almost anywhere. 
It automatically finds the next goal necessary for destroying the reactor, but 
does not find hostages unless you specifically tell it to. The Guide "Bot 
can't go through locked or secret doors unless you open them. Press 
Shift+F4 to bring up a menu of Guide ‘Bot commands. 








PEST (Portable 
Equalizing Standard 
Transbot) 


Size: 1.5 meters 


Est. Armament: 2 TI Stream Rock 
Cutters 


Threat: Minimal 





Although quick, the PEST ‘droid is an easy opponent. Any weapon you 
have makes quick work of destroying it. 








ITD ‘Bot (Internal 
Tactical 'Droid) 
2 meters 


Light Vulcan 
Minimal 


Created to fire on selected 
targets. Retrieves more powerful ‘bots. 








Watch out for this guy. Although it is not a great threat in-and-of itself, it 
summons more robots if you let it live. 
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PIG (Preliminary 
Integration Goundbot) 


3 meters 


Xenon Laser 
Low 
Slow speeds, weak weapons. 








Slow and weak—those are the best two words to describe the PIG "bot. 
This ‘droid should only be a problem if you have been severely damaged 
by other robots. 











Bandit (Rubble Removal 
Robot or Thief ‘Bot) 


2 meters 
Flash Defensive System 
Moderate 


Modified trash collector. Steals your 
‘weapons. 


‘S 








The Thief ‘Bot's one threat is its ability to steal your weapons and 

selected power-ups. Do not let it come into contact with you: its thievery is 
almost instantaneous. This robot is highly maneuverable and well armored, 
but it’s a coward. It moves away as soon as you begin firing at it, but it 
closes in again when you stop. Because of its maneuverability, the best 
way to kill a Thief ‘Bot is to corner it in a small, enclosed area (such as a 
corridor) and hit it with a barrage of weapons fire. Destroy the Thief ‘Bot 
as soon as you find it, or it will continuously harass you. 
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LEVEESs 











Smelter (Overseer of 
Slag Determination) 


Size: 2 meters 
Est. Armament: _Repulsion Smelter 
Threat: Moderate 
Notes: Dangerous modified repulsion smelter. 











The Smelter’s repulsion smelters are effective Phoenix Cannons— 
formidable weapons that can bounce around corners. Your advantage is 
that this ‘droid has sloth-like mobility. It is relatively easy to slide out of its 
sights and hit it broadside with weapons fire. 


This robot may also be equipped with mines instead of repulsers. Because 
it has no offensive weapons in this case, it is very easy to kill (just watch 
out for nearby mines). 


LEVEL 3 








Diamond Claw, Second 


Generation (Standard 
Drilling Robot) 
3 meters 


4 Diamond Infused 


Swingarms, energy 
pulse 


High 
Designed for drilling hardest walls. 
Difficult opponent. 








The Diamond Claw uses its two weapons in tandem. It sneaks up on you 
and hacks at you with its swingarms. It also returns an energy pulse when 
you try to use any type of energy weapon against it. 
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Sidearm (Multipurpose 
Defense Robot) 


6 meters 


Phase Energy Discharge 
Flash Missile System 


Moderate 


Multiple weapons. Lack of agility. 
Segments can regroup after being 
destroyed. 





This robot is well armored and can take a lot of damage before blowing 
up. Unfortunately, when it explodes its fragments become the Sidearm 
Modula, which are a new threat because they attack with Flash Missiles. 
Destroy this robot from a distance so you won't be immediately menaced 


by the Modula. 





Name: 


Size: 
Est. Armament: 
Threat: 


Notes: 








Sidearm Modula 
(Primary Regrouping 
Format for Sidearm) é 


= 
1.5 meters re ] 
Flash Missiles 


Alone—Minimal 
Multi—Moderate 


High speed. Dangerous missiles. 








A low threat singly, these robots are a serious menace when encountered 
in groups. Although the Flash Missiles they fire do minimal damage, the 
missiles’ blinding effect makes it possible for other robots to close in for the 
kill. Take them out all at once with missile fire (if they're close together) or 
by strafing with lasers, a Vulcan Cannon, or other quick-firing weapons. 
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Lou Guard 


5 meters 

Homing Missile System 
High 

Size and armament. 








This big boy's dual missile launchers are a serious threat. Be patient when 
dealing with the Guard. It turns quickly, so attacking it from behind is diffi- 
cult. When attacking, make sure you have enough distance between you 
and the robot to outmaneuver its Homing Missiles. It will take a number of 
shots to take out the Lou Guard. 


LEVER) 





Internal Tactical 


Security Control Robot 
(Central Security . 
System) = 


Size: 3.5 meters 


Est. Armament: Light Vulcan Missile 
System 
Threat: Moderate 


Notes: Backup for the ITD ’Bot. Speed and 
deadly weapons. 








This robot is fairly easy to destroy if you can avoid its Vulcan Cannon and 
Concussion Missiles. Because it retreats when fired upon, your best strat- 
egy is to push the kill while it’s retreating. 
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Fox Attack ‘Bot, 
External Operations 
(Emergency Response 
Security System) 


3 meters 


Est. Armament: Max Coverage Energy 
Release 
Threat: Moderate 


Notes: Responds quickly and accurately. Speed 
of weapons system. 








Watch out for the blue energy blasts from the Fox ‘Bot. Its lack of maneu- 
verability is your greatest advantage. If you can get to its side or back, the 
Fox ‘Bot becomes easy prey. 


LEVEL ‘7 











Seeker (Roving 
Attack Robot) 
Size: 2.5 meters 


Est. Armament: Mercury Missile System 
Threat: High 
Notes: Fires multiple Mercury Missiles. 











Although they don’t track, the Mercury Missiles this robot fires are 
extremely fast and almost impossible to outmaneuver. Keep to the side or 
back of the Seeker while pummeling it with weapons fire. Its tough armor 
can take a lot of damage before giving in. 
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Name: Red Hornet (Mine 


Recon/Attack Robot) 
Size: -5 meter 


Est. Armament: Small Laser System 
Threat: Low 


Notes: Prototype to spawn. Designed to show 
group battling techniques. 








Individually, this robot is not a great threat. Unfortunately, it is almost 
always found in a swarm. Take out any Red Hornets as quickly as possible 
before they can surround you and hit you with their lasers. 








Name: TRN Racer (Tunnel 
Negotiating Pest 
Control) 

Size: 2 meters 


Est. Armament: Multiple TI Stream 
System 
Threat: Moderate 
Notes: Speed; multiple weapons discharge. 








The Racer’s claws are very effective at slicing into your armor, as are its 
cutters. Keep your distance from this robot while you fire at it; limit it to 
only one effective weapon. 
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Omega Defense Spawn 
(Final Defense Line 
Guard) 


Size: 2 meters 


Est. Armament: Concentrated Explosive 


System 
Threat: Moderate 


Notes: Created to blow itself up and any intrud- 
ers it encounters. 








This robot throws itself at you and then self-destructs. Your best defense 
against the Omega ‘droid is to keep your distance and blow it away before 
it gets close enough to destroy you with its explosives. 











Name: E-Bandit (Static 
Removal Droid) 


Size: 2 meters 


Est. Armament: Energy Disbursement 
Threat: High 
Notes: Drains a ship's power. 








This dangerous robot steals your energy reserves if you let it come in con- 
tact with you. Your best defense is to give ground as it approaches while 
blasting away with your weapons. 
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LEVEL G4 





¥ 
vA 
_ 





Size: 


Est. Armament: 
Threat: 
Notes: 





Bulk Destroyer (Large 

Quantity Rock 

Pulverizer) 

3 meters 

Gauss System 

Moderate 

Built to destroy large amounts of rocks. 








The long-range effectiveness of the Destroyer’s Gauss Cannons makes it a 
difficult opponent to beat. Stay close to this ‘droid and outmaneuver it 
while hitting it hard with your weapons fire. 


LEVEL-13 





Est. Armament: 
Threat: 
Notes: 
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Ice Spindle Defense 
Robot (Outer Planet 
Tunnel Negotiator) 


6 meters 
Helix Rotation Borer 
Moderate 


Speed and maneuverability. Powerful 
weapon system. 





This robot's dual Helix Cannons are a serious threat. Outmaneuver it at 
close range while firing your weapons. 


BeVEL 1°7 











Name: BPER ‘Bot (Excavation 
and Refinement Worker) 


Size: 2 meters 


Est. Armament: Plasma Core Phase 


Energy System 
Threat: Moderate 


Notes: Modified to take out enemies even after it 
has been destroyed. 








This robot is highly maneuverable, so don’t waste missiles (except Mercury 
Missiles) on it. Use your primary weapon systems—especially the Gauss 
Cannon, if available. The BPER’s plasma weapons can inflict serious 
damage, so keep in motion when attacking this robot. 


EevVEt 21 











Boarshead (Rock 
Smasher System) 

Size: 3 meters 

Est. Armament: Smart Missile Plasma 
System 

Threat: Extreme 


Notes: Designed to crush rocks at a high rate. 








This robot is very dangerous. Its short-range plasma weapon and long- 
range Smart Missiles make it very difficult to engage in a fair fight. It isn’t 
very fast or maneuverable, so you can get around to its side or rear and 
pound it with your weapons. It does not take much to destroy the 
Boarshead. 
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Spider (Segmented 
Rock Collector) 


2 meters 


Rapid Fire Missile 


Spawn 
High 
Ability to produce spawn when destroyed. 








This robot has a double threat: its dual missile launch and the load of 
Spawn that it carries. Although destroying the Spider is relatively easy 
because of its light armor, watch out for the Spawn robots it releases. 








Name: Spawn (Spider 
Offspring) 
Size: -5 meter 


Est. Armament: Medium Laser System 
Threat: Moderate 


Notes: Created from a dying Spider. Dangerous 
in groups. 








Released during the destruction of a Spider robot, Spawn are dangerous 
when encountered. When possible, fire an additional shot into an explod- 
ing Spider to take out as many Spawn as possible before they can separate 
and overwhelm you. 
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Modified Level 4 Mine Boss 
No data available 


Dual plasma, Homing Missile 





Slow and cumbersome, this 
robot is very dangerous 
because of its heavy armor 
and even heavier weapons. 
Because it has heavy armor, 
you may find that you need to 
rearm while fighting it. Its lack 
of maneuverability, however, 
enables you to get out of its 
line of fire and hit it with your 
weapons before it can retaliate. Himamil concus BESS } 





Name: Level 4 Mine Boss 
Size: No data available 
Armament: Dual Homing Missiles 


= 





This foe, the first mine boss 
you encounter, is a tough cus- 
tomer compared to other 
robots. Its heavy armament 
and firepower, combined with 
its ability to teleport, make 
fighting it a difficult task. Keep 
moving, and hit it as soon as 
you see it start to materialize. 
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Name: Level 8 Mine Boss 
Size: No data available 


Armament: Dual Mercury Missiles, mines, 
cloaking device 





This robot's cloaking device is 
a double-edged sword: using 
the cloak, it can move around 
its lair at will and come up 
behind you before it fires, but 
it must de-cloak (at least par- 
tially) to fire its weapons. This 
enables you to nail it with 
your Own weapons as soon as 
you see it. Remain mobile 
when facing off against this boss and use the cover of the mine to your 
advantage. Because of its cloaking device, you can only fire Homing 
Missiles when it has completely de-cloaked. 





Name: Level 12 Mine Boss 
Size: No data available 
Armament: Mega Missile, triple Phoenix Cannon 


» 





Never let this robot “look” 
directly at you. Its Mega 
Missile launcher and Phoenix 
Cannons can quickly destroy 
you. Your best defense 
against this boss is to find the 
cloaking device in the secret 
chamber in its lair, and then 
let loose with all your high- 
powered missiles. 
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Name: Level 16 Mine Boss 


Size: No data available 
Armament: Flash Missile, Omega Cannon 





Although this boss’ Flash 
Missiles may seem a mere 
nuisance, they can be your 
downfall. The boss blinds you 
from a distance using the mis- 
siles, and then closes in to fin- 
ish you off with the Omega 
Cannon. Don’t stop moving 
when blinded. Even being a 
target for the other ‘droids is 
better than going head-to- 
head with the boss while you're blind. 


29 
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Name: Level 20 Mine Boss 
Size: No data available 
Armament: Dual Mercury Missile 





Make sure you keep your 
weapons supply full while tak- 
ing on this boss. Its extremely 
heavy armor takes everything 
you can throw at it, and then 
some. You may find that you 
need to rearm during the 
fighting. 
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Level 24 Mine Boss 
No data available 


Dual Shaker Missiles 


This boss has an invulnerability q Wi SS BAH Ay ° 
screen everywhere except for ¥ 

the glowing target on its back- BLS ss 

side, Its high maneuverability 
makes it difficult to reach this 
spot—except when you're 
cloaked. When have a clear 
shot, a single missile should 
take it out. 
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CHAPTER 





WEAPONS AND 
POWER-UPS 


This chapter outlines all the available weapons and power-ups in Descent 
Il. Each item is described in detail and is listed with its appropriate 
Activation Key (if applicable). 


PRIMARY WEAPONS 
Laser 
Activation Key 1 


Lasers have four power levels, beginning with the default of level one. 
Picking up additional Lasers along the way increases the power level of 
your Laser. With the addition of the Superlaser and Quad Laser power-ups, 
the Laser is about the best all-around weapon available 


Superlaser 


The Superlaser adds up to two additional power levels to your Laser’s max- 
imum of four, to five and six. Each Superlaser power-up adds a level (or 
jumps the level directly to five if your current level is below four). If you 
already have a level six Laser system, you only gain additional 

energy. 





Quad Laser 


The Quad Laser package doubles your standard Dual Laser’s capabilities 
and is available as a power-up. 


Vulcan Cannon 
Activation Key 2 


The Vulcan Cannon's main advantage is that it does not use system power. 
This is the weapon of choice when you are running low on energy and 
missiles but still have robots to fight off. Keep firing in short bursts, 
because the Vulcan uses its ammunition quickly. It may be reloaded using 
the appropriate power-up (to a maximum of 10,000 rounds). 


Gauss Cannon 
Activation Key = 2 


An advanced relative to the Vulcan Cannon, the Gauss Cannon fires the 
same ammunition as the Vulcan but at a much higher velocity (and thus 
has more killing strength). This is offset by its lower rate of fire, which 
requires better aim. 


Spreadfire Cannon 
Activation Key 3 


The Spreadfire Cannon fires three energy pulses in a spread of three, 
hence its name. The Spreadfire alternates between side-to-side and up-and- 
down. It consumes a relatively low amount of power for the damage it 
inflicts. It is especially effective when dealing with multiple foes in close for- 
mation because of its wide angle effect. 


Helix Cannon 
Activation Key 3 


The Helix Cannon fires the same bursts as the Spreadfire Cannon—except 
it spreads the energy throughout a complete circle, rather than only shoot- 
ing up-and-down and side-to-side. 
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Plasma Cannon 
Activation Key 4 


Although extremely powerful, the Plasma Cannon uses energy at a high 
rate. It should be used only against high-threat and extremely high-threat 
foes. 


Phoenix Cannon 
Activation Key 4 


The Phoenix Cannon's two main advantages are its high rate of fire and its 
shots’ capability to bounce off walls before exploding. You can use this 
bouncing capability to trip switches in remote locations and hit robots with- 
out exposing yourself to their fire (unless they also have Phoenix Cannons). 
Its low rate of damage infliction, however, keeps this from being an overly 
useful weapon. 


Fusion Cannon 
Activation Key 5 


The most powerful primary weapon, the Fusion Cannon is also the great- 
est power hog. This weapon should be used only against extremely high- 
threat robots. 


Note that this weapon has a charge-up time. You must press the trigger 
until the weapon finishes charging before you release it. If the weapon 
does not fully charge, its effectiveness is minimized. 


Omega Cannon 
Activation Key = 5 


This is the only primary weapon that automatically tracks your targets (but 
only at close range). If you keep the target relatively near the middle of 
your screen, the Omega Cannon's beam stays locked on it until the 
weapon runs out of power. Because it takes this weapon as long to charge 
as to fire, use it only in short bursts. 
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SECONDARY WEAPONS 


Concussion Missiles 


Activation Key 6 
Maximum Load 20 


Like primary weapons, Concussion Missiles go where you point them, so 
your aim is important. Power-ups come in singles or four-packs. 


Flash Missiles 


Activation Key 6 
Maximum Load 20 


Flash Missiles inflict little damage, but they do temporarily blind and stun 
your opponent so you can close in for the kill. Do not use Flash Missiles at 
close range, however, because they can blind you as well. 


Homing Missiles 


Activation Key ve 
Maximum Load 10 


As the name implies, Homing Missiles lock onto the nearest target and 
track it until impact. Although only about as powerful as a Concussion 
Missile, this tracking capability makes the Homing Missile far more lethal. 
It may be rearmed to a maximum of 10. Power-ups come in singles and 
four-packs. 


Guided Missile 


Activation Key 7 
Maximum Load 10 


When fired, this missile’s guidance system takes over your ship's controls 
and is steered by your control movements. If you hit the fire button again 
while guiding a missile, it attempts to lock onto the nearest enemy robot. 
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Proximity Bomb and Smart Mine 


Activation Key 8 
Maximum Load 10 each 


This is basically a mine in the mine. The Proximity Bomb can be laid to 
destroy robots that are in pursuit. As the name implies, Proximity Bombs 
detonate when a robot is near. Beware—you can be damaged by your own 
Proximity Bombs if you hit them. 


This weapon may be launched in two ways: either by selecting it as the 
secondary weapon and using the secondary fire button, or by pressing the 
B key when any other secondary weapon is selected. 


Proximity Bombs are found throughout the mines in two forms. As a 
power-up, Proximity Bombs are encased in a silver packing crate and are 
inert, while armed Proximity Bombs are found outside their casing. 


Smart Mines are a variation on Proximity Bombs and eject molten blobs of 
material when they explode. These blobs inflict secondary damage on sur- 
rounding robots. Smart Mine power-ups appear gold in color. 


Smart Missile 


Activation Key 9 
Maximum Load 5 


This missile engages the enemy in a two-pronged attack: upon striking an 
enemy robot, it explodes and causes primary damage, and then it releases 
up to six additional bombs that go after more enemy robots. Both the pri- 
mary and secondary missiles have homing capabilities. 


Mercury Missile 


Activation Key 9 
Maximum Load 10 


The Mercury Missile is the fastest secondary weapon you can possess. 
Because of its great speed. it is the ideal weapon when you are fighting a 
foe that requires a missile’s punch but is too far away for another missile to 
be fired accurately. 
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Mega Missile 


Activation Key 0 
Maximum Load 5 


Not particularly fast or agile, the Mega Missile’s claim to fame is its tremen- 
dous explosion. You should use this weapon only against targets at a dis- 
tance because of the possibility of collateral damage. 


Planet Shaker Missile 


Activation Key 0 
Maximum Load 5 


The Planet Shaker Missile pretty much does just as its name implies. It 
moves almost as fast as a Mercury Missile and packs a gigantic explosive 
charge. In addition, the Shaker has a load of “baby bombs” that it releases 
on impact to increase its destructive power. Boss robots are the only thing 
that can withstand the effects of a Shaker Missile. Do not go anywhere 
near this bomb when it goes off; you should take cover. 


POWER-UPS 
Access Key 


Access keys are color coded and allow passage through the appropriately 
colored door (Blue, Yellow, and Red). Except in the lowest levels, the keys 
must be retrieved in this order because the area behind the Blue door con- 
tains the Yellow, and the area behind the Yellow door holds the Red key. 
The final objective of a level is always behind the Red door. 


In the lower levels, there is only one key—the Red one. 


Afterburner 
Activation Key S 


The Afterburner gives your ship an extra burst of speed. It has its own 
power pack that it recharges from your energy systems when it gets 
depleted. The extra speed from the Afterburner is especially useful for get- 
ting through crowded areas and for racing between a control panel and a 
door it activates. 
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Ammo Rack 


The Ammo Rack provides your ship with the headlight power-up and 
doubles its available storage of Vulcan Ammo and missiles. 


Cloaking Device 


As its name implies, this power-up renders your ship temporarily invisible 
to enemy robots and allows you to destroy them with impunity. Higher- 
level robots are smart enough to figure out where your fire is coming from, 
so keep moving. Only one cloaking device may be used at a time, and they 
may not be stored. When cloaked, the indicator that shows your ship on 
your control panel disappears. 


Beware of cloaked robots because they are typically completely invisible, 
although some may display a faint outline. If you suspect that the fire com- 
ing at you is from a cloaked opponent, shoot back along the path of the 
enemy fire. 


Energy Boost 


Energy boosts provide additional power for your weapons. Your ship's 
motors have their own power source and do not require additional energy. 
Energy boosts are available either as floating power-ups or are sometimes 
released when you destroy an enemy robot. You may recharge to a maxi- 
mum of 200 energy points. 


Energy Center 


The energy center is basically a drive-through gas station. As your ship flies 
through the center, it gains energy—up to a maximum of 100 points (i.e., 
your ship does not gain any power if you already have 100 or more power 
points). 


This power transfer takes some time, so do not travel through an energy 
center too fast, At lower levels, this is not a problem because the energy 
centers are very large. At higher levels, however, it may be necessary to 
hover or repeatedly pass through an energy center to get all the power 
you can. 
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Energy-to-Shield Converter 
Activation Key aT: 


With the energy-to-shield converter installed, you can increase your shield 
strength by drawing power from your energy reserves. This unit works only 
if you have in excess of 100 energy points. 


Extra Life 


Very rare but very useful, this power-up provides an extra life for you and 
your ship. 


Full Map 


The full map extends your automap display to show the entire mine. Areas 
you haven't been to yet appear blue in color to aid you in your explo- 
ration. 


Headlight 
Activation Key H 


As its name implies, the headlight lets you see in dark areas. Beware of 
using the headlight for two reasons: it uses energy at a fairly high rate and 
it attracts robots like moths to a flame. Use the headlight sparingly. 


Invulnerability 


Upon activation, the invulnerability power-up makes you temporarily invin- 
cible. You can then take as many hits as the enemy can throw at you. Do 
not indiscriminately use these, because they are generally placed in strate- 
gic locations. When invulnerable, your shield display sparkles. 


Shield Boost 


This power-up increases your ship’s shields to a maximum of 200. 


Vulcan Ammo 


This ammunition box contains from 1,250 to 2,500 rounds of ammo for 
the Vulcan Cannon. 
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OTHER POWER-UPS 
Control Panels 


As the name implies, control panels activate and deactivate various other 
objects around a mine (unlock doors, turn off force fields, and so on). 
Sometimes control panels are disguised to look like intricate lighting pan- 
els, Trip control panels by firing flares at them. Control panels can be 
tripped only once. 


Force Field 


Force fields keep you out of certain areas or away from certain objects. 
Generally, they can be deactivated by tripping a nearby switch. (For some 
fun, find two force fields that are parallel and close to each other, use the 
ALMIGHTY cheat code, and slam yourself into one of the fields. Now you 
know what a pinball feels like.) 


Reactor 


In all mines except 4, 8, 12, 16, 20, and 24, destroying the reactor ends 
the mission (these other levels have boss robots that must be destroyed). 
Reactors are always in the Red key locked area and generally take a lot of 
firepower to destroy. 


Robot Generator 


Robot generators create robots quite literally out of thin air and are danger- 
ous to fly through or near. If you must fly through a robot generator, drop 
mines and Proximity Bombs to take out new robots as they materialize. 


Teleporter 


These screens automatically transport you to one of the six secret levels. 
Teleporters are always hidden in hard-to-find areas. 
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FIGHTING STRATEGIES 


This chapter provides you with some basic fighting strategies and tech- 
niques to help get you through the alien-infested mines in one piece. The 
enemy ‘droids will be no match after you read this section. 


USING YOUR FLARES 


Your flares do more than just light 
the way. Use them to open doors 
and trip control panels. Flares use a 
lot less energy than your weapons. If 
you are traveling toward a door, fire 
the flare from a distance so that it 
enables the door to fully open before 
you reach it. This lets you keep up 
your speed 





POWER-UPS 


Pick up any and all power-ups you find. If you find cloaking devices or an 
invulnerability power-up at the beginning of a mine, leave them there until 
you face a more difficult opponent. 





USING NATURAL COVER 


The PTMC mines offer large amounts of natural cover, such as doorways, 
corners, turns in corridors, and so on. You can use these items to your 
advantage, for example, by hugging the inside wall in a turn. Always see 
the enemy before it sees you. 


You can use cover to avoid homing weapons. If a missile is heading toward 
you, duck around a sharp corner to make the missile lose its homing lock. 
If you’re out in the open when a Homing Missile is coming toward you, 
make a sharp turn just before it hits you. Generally, the missile can’t make 
the turn. 


ENTERING A NEW AREA 


Before entering a new area, it is 
advisable to toggle on your map dis- 
play (press the Tab key) to deter- 
mine any potential robot hiding 
places. 





You may then position yourself to 
take maximum advantage of the nat- 
ural cover while wiping out the SS 
enemy. By staying outside the area, 3 ae 4 
you restrict the robots’ field of fire 

and cut down your chances of taking a hit. Also, the robots that are firing 
at you are in a smaller space, which makes them easier targets to hit. If the 
robots are reluctant to come to the door or opening, turn on your head- 
lights. This attracts the robots like moths to a flame, and you can pick 
them off when they start to charge (if there are too many, turn off your 
headlights). Be patient—it may not be as fun as going full bore into a new 
area and blasting everything in sight, but you'll probably survive this way. 





Don’t charge headlong into unexplored areas because you won't know the 
strength of the opposition and may be ambushed by a superior force. 


If the new area is blocked by a door, stay at a comfortable distance, shoot 
a single flare to open the door, and then immediately toggle on the map 
You may not get a complete map of the new area, but it should be suffi- 
cient to indicate where the enemy is hiding. 





KEEP MOVING 


This advice can be used during any level. Even when using natural cover 
(doorways, pillars, and so on) it is important to keep moving to prevent the 
enemy from getting a lock on you. A couple of examples follow: 


@ Sliding up and down is effective when in a doorway. 


@ Ina corridor, repeatedly rush forward to take aim at the enemy, fire, 
and then retreat. 


SOME WEAPONS HAVE LIMITED RANGE 


Many of the enemies’ weapons have a limited range. It is sometimes possi- 
ble to outrun hostile fire if it is traveling slower than your craft. 


WHEN TRAPPED IN GROSS FIRE 


This is an extremely tricky situation to be in. If you are trapped between 
two sets of robots, each firing at you, continuously slide left and right and 
up and down while firing at the weaker force. 


Always check your rear view (press the R key) to ensure that the force 
behind you is not gaining. If they are, you may elect to turn and engage in 
battle. 


Your best bet for surviving the above situation is not to get involved. 
Always maintain an escape route from any new area, and clear out corri- 
dors as you travel through them. 


KILLING MULTIPLE OPPONENTS 


Although not possible with many of the more highly armored robots, multi- 
ple lower-level opposition can be destroyed with single missile hits if they 
are tightly packed together. This can be advantageous if you find it difficult 
to hit individual robots with your lasers. Depending on how many oppo- 
nents there are, standard Concussion Missiles are preferable because 
Homing Missiles automatically lock in on the closest target. 
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Spreadfire Cannons are also effec- 
tive against packs because you have 
a better chance of hitting multiple 
opponents at the same time. 


During later missions and against 
more dangerous opponents, use 
Smart Missiles, which are more 
lethal. 





RosBpot GENERATORS 


These generators create robots out 
of thin air. If you must travel by or 
through a generator, fire constantly 
and drop Proximity Bombs to harass 
the new robots as they appear. 


WEAPONS 


Use the appropriate weapon on the 
appropriate opponent. Don’t waste 
a Shaker Missile on a PEST robot. You'll need that missile later when 
you're up against a more powerful ‘droid. 





ANALYZING YOUR GAME PLAN 


Your opponent will learn from your strategies. Always analyze robot tactics 
and make sure that you keep your movements unpredictable. This may 
sound like trite advice, but it could save your neck. 
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THE LEVELS 


This section of the book is broken down into levels. Each level has its own 
level map with various points of reference, locations of power-ups and 
hostages, and so on. The text for each level takes you through the critical 
path of the game. It doesn’t take you on a step-by-step tour through each 
level, but instead it points out the important items that need to be found. 
The map legend follows. 
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ZETA AQUILAE 1: AWAYWEH GATE 


Welcome back to the mines. Your first mission is fairly straightforward: 
Obtain a key, rescue the hostages, and escape. This is your sequence for 
most of the other mines in your tour of duty, although there are more keys 
in some levels. 


Watch out for enemy robots in the mine, although with your skills they 
shouldn't pose much of a threat. 


OBJECTIVE 1 


OBTAIN RED KEY. 


TIPS the secret 


area within the cache 
@ After insertion into Zeta Aquilae base at 





entrance A, free the Guide ‘Bot, located 
in its pen in the alcove to the right of 
the main entrance. 


From the Guide "Bot pen, go down 
the tunnel located to the left of the 
entrance. Halfway down the tunnel is 
another shaft (labeled B) that leads to a 
cache of weapons and power-ups. 


Leave the secret area and the cache 
and proceed to the energy center at 
position C. Here you'll find a power-to- 
shield converter. 


Watch out for the ‘bots hiding in the 
shadows outside the energy center. 


Exit the energy center and cross the 
large chamber to the door leading to 
area D. However, stay in the chamber 
and pick off any enemy robots before 
entering. 


After eliminating the opposition in the 
inner chamber, enter and retrieve the 
power-ups and the Red key to enter 
the reactor chamber. 
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area contains addition- 
al Vulcan ammo and 
an ammo rack, but 
beware of the enemies 
behind the back wall of 
the secret area. 


Above the entrance to 
the cache is another 
secret area that con- 
tains three more 
Vulcan ammo packs. 


TIPS there's a 
Smart Missile inside 
the lava shaft above 
the Red key. But 
watch out for the 
enemy ‘bots behind 
the grate at the top of 
the shaft. 


OBJECTIVE 2 


RESCUE THE HOSTAGES. 


@ Exit the inner chamber and turn left to 
find a secret tunnel that leads up—it’s TIPE The door 
full of the opposition. Collect the power- _ to the secret room is 
ups and then proceed upward. tricky to operate. It 


@ At the end of the tunnel, enter the only opens when you 


small room (labeled E) and retrieve the pass a certain point in 
Z the tunnel. If the door 
shield power-up. 


closes before you can 


@ Exit the small room to the entrance enter, back up a short 
lobby. Turn right into the long corridor. distance and then head 
Stay in the lobby and pick off enemy toward the door again. 


robots in the corridor. 
@ At the far end of the corridor is the 


hostage holding area (labeled F). Blast open the door to rescue the 
hostages. 


OBJECTIVE 3 


BLOW UP THE REACTOR. 


@ From the relative safety of the holding area, blow away any ‘droids on 
the far side of the grating door (labeled G). When you have trimmed 
their numbers down, blast control panel #1 to open the grating door. 


@ Enter area G, blast any leftover robots, and retrieve all the power-ups. 


@ Shoot the lights by the hostage door to 
reveal an afterburner power-up. 


TIPS Do not 
pick up the cloaking 
device power-up yet— 
you will need it later. 
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@ Exit area G and blast control panel #3, which is located directly 
across the hallway. Blasting the control panel reveals another cache of 
weapons, including a Spreadfire Cannon. 


7 


TIP: If your shields are low, go to the secret chamber in the 
middle of the entrance lobby. Now you can power up your shields. 


Return to area G and pick up the power-ups in the secret area after 
destroying all opposing robots. 


@ Pick up the cloaking device power-up. Quickly return to the entrance 
lobby. 


@ Turn left and open the locked Red door, which leads to the generator 
room (labeled H). Open the door and secure the reactor antechamber. 


@ Before your cloaking device wears off, al 


go to the reactor chamber (labeled H) a 
and destroy it. TIPS Above and 


behind the reactor is a 
@ When small explosions begin to dot the small shaft that con- 
reactor’s surface, get out! Proceed to tains a number of use- | 
the exit shaft directly across from the ful power-ups. 4 


reactor’s core. 


As soon as you enter the escape passage, your PYRO-GX 

switches to autopilot and transports you (and any rescued prisoners) 
back to PTMC Headquarters. Here your compensation is calculated 
on mission goals accomplished and your overall performance. 
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ZETA AQUILAE 2: 
TURNABOUT BORE 


Your second mission in the Zeta Aquilae system involves a more complex 
mine and craftier opponents. Keep your wits about you and hold on to 
your sense of direction. 





4% 


; 





YH OBuective 1 


OBTAIN BLUE KEY. 


@ After insertion into Zeta Aquilae base 2 
at entrance A, retrieve the Guide “Bot 
located in its pen in the floor of the 
next chamber (labeled B). 


@ From the Guide ‘Bot’s chamber, pro- 
ceed through the right-hand door and 
destroy any robots you encounter. 
Shortly after you pass a depression in 
the floor (labeled C), a secret panel in 
the ceiling opens. There is a ‘droid 
behind the panel. Kill the robot and 
grab all the power-ups. 


@ Return to area B, blast the control 
panel to unlock the left-hand door, and 
follow the passage past the energy cen- 


ter to the afterburner located at position D. 


@ Return to the energy center and take a 
left-hand turn into the new corridor 
behind the door. Follow the corridor to 
area E. 


Blast the control panel on the right to 
open the force field, behind which is a 
full map power-up. Directly opposite 
the control panel is a secret area con- 
taining a Vulcan Cannon and two 
ammo packs. 
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TIPS Beware of 
potential danger 
behind the first door 
that leads to the Guide 
*Bot's chamber. It may 
have some enemy 
robots hiding behind it. 


TIP shoot the 


control panel in this 
corridor to open a 
panel in the ceiling. 


TIPS There may 
be a Thief "Bot lurking 
around this area, so 
watch out. Take out 
the robot because if 
you don't, it will con- 
tinue to menace you 
throughout this mine. 





@ Continue to the end of the corridor. In the new chamber, turn right 
and follow it to area F. In area F is a Blue key. When you retrieve the 
Blue key, three secret chambers open up behind you. Destroy the 
“droids and grab the power-ups. 


TIPE Make sure your headlight is off after you pick it up. It con- 
sumes too much energy to leave on all the time. 


OBJECTIVE 2 


OBTAIN RED KEY. 


@ To the right of the Blue key is a control 


panel that unlocks a secret passageway TIPS This door 


hidden directly beneath it. Enter the pas- eieaittted Whig for 


ig ate a short time. Enter 
@ Proceed down this tunnel and blow up immediately after 
the control panel that’s located about opening it. 


halfway down to your left. This perma- 
nently unlocks the door you just 
entered. 


@ Continue to the end of the tunnel, which is actually a secret door. 
Directly across from the opening is a force-field-shielded room (labeled 
G) that contains the Red key. 


@ From the safety of the tunnel, blast any opposing robots and destroy 
the control panel behind the force field. Enter the small chamber and 
pick up the Red key and other power-ups. 


At the end of the corridor to your left is a robot generator, so watch 
your back! 
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OBJECTIVE 3 


DESTROY THE GENERATOR. 


@ From the Red key’s chamber, turn right 
and head down the wide passage. At 
the end of the passage is a locked door. 
Turn around, blast the control panel, 
and fly through the door. 


@ When you see the hostages through the 
grate at area H, turn right and enter the 
winding passageway. Follow this pas- 
sageway to a large room (labeled I). 


@ When you reach area I, blast the robots 
blocking it from the safety of the pas- 
sageway. 


@ Enter area I and destroy the robots 
behind the force field. Then blast the 
control panel on the wall across from 
the doors and retrieve the power-ups 
from the area previously protected by 
the force field. 


@ Leave area I through the right-hand 
door and proceed to intersection J. Turn 
left and follow the corridor past the ener- 
gy center to your right. Go to the end of 
the corridor and retrieve the power-ups 
at area K. 


@ Return to the locked Red door opposite 
the energy center. Enter room L and 
destroy any robots inside. Tucked deep 
into the corner of this room is the con- 
trol panel that opens the door to the 
reactor room (labeled M). Blast the con- 
trol panel. 
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TIPS watch out 


for that robot genera- 
tor below the door at 
the end of this pas- 
sage. Get through as 
quickly as possible. 


TIP Toward the 
end of the winding 
tunnel is a secret pas- 
sage in the ceiling. You 
can access a cloaking 
device here. 


TIPS Avoid hit 
ting the control panel 
on the far side of the 
room. If you hit the 
panel, it will drop a 
force field and release 
more robots. The 
robots are much easier 
to destroy when 


trapped. 


The robot generator 
above the energy cen- 
ter door is activated 
when you enter the 
station. Unless you 

need the power, avoid 
the door altogether. \ 





@ Enter the reactor room and fly past the 


reactor to the secret passage directly 
behind it. 


Follow the secret passage up to the 
door (labeled N). Directly across from 
the door is the exit, two control panels, 
and a robot generator. 


From the safety of the passage, destroy 
the robots as they are generated until 
you can move into the passage. Destroy 
both control panels, which open grate 
doors that lead to both sets of hostages. 


You must explore the corridor in both 
directions to retrieve the hostages at 
areas O and P. There are lots of power- 
ups too. Ignore the control panels by 
the hostages; they open up the grates 
to the rest of the level, exposing you to 
more robots. 


Return to the reactor via the secret pas- 
sage. Destroy the reactor and get to the 
exit! 


ml | P: If you move 


fast enough, you can 
avoid damage from the 
generator. 


TIPS Thereisa 


control panel just past 
the exit door. If you 
can hit it from the 
safety of the passage- 
way, it will block off 
the robot generator 
with a force field. This 
will enable you to 
make it to the exit rel- 
atively unharmed. 


As always, your compensation (score) is based on the number of 
hostage(s) you retrieved and your overall skill. 


TIPS Want that Helix Cannon? It takes two con- 
trol panels: the one by the cannon (which opens the 
corridor into that alcove), and the panel in the secret 
area by the cloaking device (which opens the secret 
door in the ceiling at the end of the winding corridor). 
Shoot the panel by the Helix first; you can get it from 
the alcove with the cloaking device. 
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ZETA AQUILAE 3: WENL MINE 


The robot reactors in this mine are working overtime to supply more 
adversaries. Use the ample natural cover this mine offers and take advan- 
tage of the side trip to Secret Level 1 to pick up some additional weapons, 
lives, and other power-ups. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ You begin this level at entrance A. Proceed directly through the door 
in front of you to area B, and then go through the door on the left. 


TIPE there is probably some opposition on the other side of 
the door leading from area B. Be prepared to use the natural cover 
the room affords. When proceeding through the door, stay low to 
avoid the robots in the main gallery for as long as possible. 


TIPS At the end of the trench, there is a secret door set 
into the floor. There are some power-ups in this area, but there 
is also a Thief ‘Bot. If you go for the power-ups, be prepared to 
deal with the Thief "Bot as quickly as possible so that it will not 
menace you later. 


@ Kill off as many robots as possible from 
the protection of the trench you are in, TIPE Watch your 
and then quickly go to area C and 


: energy... there isn’t an 
release the Guide “Bot. 2 


energy center nearby 
to recharge. 





@ From the Guide "Bot pen . . i 
at C, turn around and head “J | P: = Sections D, E, and F may 
into the chamber labeled be infested with Thief ‘Bots. Take 
D. Grab the power-ups in whatever action is necessary to 
this area while avoiding destroy these ‘droids now, or they 
the robots. will menace you throughout this level. 


@ Proceed to room E and take the power-ups there before proceeding 
to chamber F. 


TIP The small enclosed area at the corner of 
room E can be reached from the secret area whose 
door is just outside area B. If you want to risk running 
into the Thief "Bot, blast the control panel in this small 
area to unlock the door at the bottom of this area. 


@ Chamber F contains the 


Blue key, which is needed TIP: tun had back 
to get to the upper level intotibe key to pick it up. When the 


s this mine. Take the Ky has been wetti A nun 
sth secret panels open, and the robots 
they contain come out blasting. 


OBJECTIVE 2 


OBTAIN THE YELLOW KEY. 

@ Return through chambers E and D to the Guide ‘Bot pen at C. There 
is a robot reactor in the main chamber, so be prepared for new oppo- 
sition. 

@ From area C, enter the main chamber and head to the trench at area 
G. In the trench is a door leading to a chamber (labeled H). 

@ Clear out any opposition in the main chamber before opening the 
door to area H. Then open the door and blast any robots you can 
before entering. 
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@ If you need power, there 
is a power reactor located 
in the ceiling of room I 
This room also contains a 
Superlaser power-up. 


@ Return to room H and 
blast the control panel 
inside the grilled-off area. 
This unlocks the secret 
door leading to a weapons 
cache. The door from the 
secret area to the grilled- 
off area can be opened 
from the grilled-off side. 


Open the door at the 

back of the cache, and 
then enter the secret area 
to the left of the cache and 
follow the passage around 
to get the weapons. 


@ Once you have the 
weapons, return to the 
main chamber and enter 
the shaft in the top of the 
chamber (labeled J). 


@ Proceed to the top of the 
shaft and pass through the 
door to entry room K. 


@ Turn right and head 
through the small opening 
toward the hostage hold- 
ing area (labeled L). 
Ignore the hostages for 
now—you will come back 
for them later. 


TIPE Watch out for new robots 
when you return to room H. There 
are two secret areas that may have 
opened since you left. 


TIPS The door at the back of 
the cache closes quickly. To make it 
in time, first get in the secret area, 
and then turn around and blast open 
the door with a short burst from any 
primary weapon and run through the 
passage. 


Til P: There are mines in front 
of the entrance and a robot reactor 
just past it. Destroy a few of the 
mines to make your passage easier, 
and then quickly get into the shaft 
before too many robots come after 
you. 


TIPE Watch out for robots hid- 
ing in the widening part of the shaft 
You don’t have much room to 
maneuver, so make every shot count. 


@ Proceed to the small room (labeled M) and retrieve the Yellow key. 
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OBJECTIVE 3 


RETRIEVE THE RED KEY. 


@ Continue from room M 
through the tunnel, grab- 
bing power-ups as you go. 
Stop when you come to a 
door on your left. This 
leads to chamber N. 


Enter chamber N and 
retrieve all the power-ups 
located throughout the room. 


The Red key is located in 
a small cache behind a 
force field. Shoot through 
the field to hit the control 
panel behind it and deac- 
tivate the force field. 


OBJECTIVE 4 


SAVE THE HOSTAGES. 


@ From the Red key chamber 
(labeled N), turn left and 
proceed through area O 
to area P. 


TIP The tunnel leading from 
room M to chamber N has been 
mined. Proceed carefully and destroy 
the mines with your lowest-power 
weapon. 


TIPS There is a secret area in 
the ceiling of the chamber containing 
a Quad Laser and a shield power-up. 


TIPS if you need power, take 
the right-hand passage from O to P; 
it contains an energy center. 


TIP Secret Level 1 Access! From area P, turn left into the 
small opening and pass through the secret door on the right. At the 
end of the small passage is the warp to Secret Level 1. Save your 
game here so that you can complete Level 3 and return to the 


entrance for Secret Level 1 later. 


As an alternative, you may want to 


complete this secret level and return again to Level 3 at this point. 


Secret areas are a great way to stock up on surplus weapons and 


power-ups. 
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@ Continue from room P to the doorway to the second hostage holding 
area (labeled R). 


@ Blast the control panel to drop the force field confining the hostages, 
and pick them up. 


@ From holding area R, turn around and head back to the other prison 
(labeled L) by way of area K. 


@ Blast through the door to the prison and pick up the hostages. 


OBJECTIVE 5 


DESTROY THE REACTOR AND EXIT. 


@ Return to the reactor antechamber 

(labeled O) by way of room M. TIPE there is a 
robot generator in 
front of the fusion 
reactor. Keep moving 


and try to avoid enemy 
@ Quickly enter area S and proceed along _fire as you blast the 


the right-hand wall to the small indent- power plant. 
ed area containing the homing missile. 

Directly below the missile is a secret 

chamber holding a cloaking device. 


@ Blast open the locked Red door to reac- 
tor area S and use the cover of the 
doorway to destroy any robots beyond. 


@ Blast the reactor as quickly as possible. Watch out for ‘bots trying to 
block your way out of the reactor chamber. 


@ From the reactor chamber S, exit to antechamber O and turn left 
through room M to the exit in the ceiling just outside the hostage 
holding area (labeled L). 
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ZETA AQUILAE 4: ROBBY STATION 


This mine contains your first encounter with a boss robot. Beware of this 
robot because it possesses a great arsenal of weapons and robots under its 
control. You may find the entire mine is tough to traverse unless you take it 
slowly and carefully. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ From entrance A, proceed through the door in front of you to corri- 
dor B. You may want to free the Guide ‘Bot, which is located at the 
bottom of entrance A, before heading into the corridor. 


TIPS: There is a window covered with a force field 
directly in front of the door. There are many robots in the 
area beyond the force field, and some of their shots may 
make it through to you. Beware. 


This corridor is badly lit and heavily mined. Drop some 
flares to light your way and use others to blast mines that 
block the passage. 


@ Turn left and head down the corridor to the secret area (labeled C). 
This area contains a Vulcan Cannon and ammo, Watch out for the 
other door that’s covered by a force field; the ‘bots can hit you 
through there too! 


@ Continue to the end of the corridor and proceed into chamber D. 
Beware of the robot generator to the left of the door. 


@ Turn right and head into the downward passageway (labeled E) and 
enter area F. 


@ Proceed to the far end of the chamber and enter the other downward 
passage to area G. 








@ At the far end of this pas- 
sageway is the Blue key 
(labeled H). 


@ Pick up the Blue key and 
make your way back up 
to the Blue locked door 
(labeled 1). 


OBJECTIVE 2 


OBTAIN THE RED KEY. 


TIPS there isa robot genera- 
tor halfway down the passageway 
that is activated when you pick up 
the Blue key. Be careful on your way 
back. Consider staying inside the 
Blue key area for cover. 


@ Open the locked Blue door and proceed into another corridor J. This 
corridor parallels the one directly above it. 


@ Turn left and proceed to the secret cache of weapons (labeled K). In 
this cache, you find two missiles, a laser boost, and more Vulcan 


ammo. 


@ Continue along the corri- 
dor to the energy center 
(labeled L). 


@ Proceed to the downward 
passage (labeled M). This 
passage leads to another 
parallel corridor. 


@ Head back down the cor- 
ridor and follow it com- 
pletely around to the last 


door on the left (labeled N). 


Beware of the robot gen- 
erators flanking this door. 
They shouldn’t be much of 
a problem until after you 
have retrieved the key 
behind the door. 
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TIPS the robots have mined 
this energy center, and are counting 
on the pulsing power to make the 
mines difficult to see. Use your flares 
to set off the mines and clear a path, 


TIPS if you head down the cor- 
ridor to the right, you find a locked 
secret door. Blast the control panel 
on the right-hand wall to unlock the 
door. Behind the secret door, you 
find a Flash Missile and an energy 
power-up. 


@ Just past the door on the right-hand wall of chamber O is a locked 
secret door leading to a Superlaser power-up. 


@ At the far end of the chamber is the Red key. You have to go around 
some obstacles to get there. Behind the key is a secret compartment 
with a control panel to unlock the secret door. Destroy the control 
panel in the second secret area to open the secret door near the exit. 


OBJECTIVE 3 


RESCUE THE HOSTAGES. 


@ Leave the Red key chamber and head back out into the corridor 
(labeled N). 


@ Turn right and go to the locked Red door (labeled P) 


Ti PE The robot generator was set to “full” when you got the 
Red key, so be careful when you reenter the corridor. 


@ After you open the door, look down and check for any hostile robots. 
After you have eliminated any robots in the shaft, head down to the 
prison level (labeled Q). 


@ The bottom of the shaft is flanked by three secret rooms containing a 
missile, an energy-to-shield converter, a laser boost, and energy 
power-ups. 


@ Turn left to the hostage holding area (labeled R). Make sure you elimi- 
nate any robot guards around the prison entrance before entering the 
holding area itself. 


@ Enter the holding area and rescue the hostages. 
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OBJECTIVE 4 


DESTROY THE BOSS ROBOT. 


@ From the holding area, head around the —— et 
chamber shaped like a figure 8 and grab TIP = Grab the | 
the two power-ups in the secret cham- ammo rack first, and | 
bers. then get the cloaking 


@ At the end of the corridor from position _ device. The cloak will ~ | 
S, there is an energy center flanked by help you get through | 


dual robot generators when you head the robot generator 
to the upward shaft (labeled T). With area between positions ; 
the cloak as protection, fly at full tilt Sand T. 


through the robot generators and up 
the shaft to area U. Watch out for the 
Lou Guard at the top of the shaft. When you get to the top of the 
shaft, look up and take note of the location of the mine exit. 


@ Head through the door into the small room (labeled V). Be careful 
when you enter the room; the door at the end of the room is made of 
open mesh, and any robots beyond the door can fire in at you. 


TIP: If your cloak has run out, take a breather in room V for a 
moment. The fire fight you are about to engage in will be hair-raising. > 
Keep to either side of the room so you can’t be hit by robot fire from _ | 
the vast chamber beyond the door. a 


@ When you are ready, open the door in front of you with a flare and 
start to pick off robots as quickly as possible before entering the 
chamber. 
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@ You really have to charge into chamber W. Keep moving by using 
your sliding controls, and stay toward the outside walls circling around 
the chamber. 


TIPE when you have a break, head into the smaller 
chamber (labeled X) at the top of the large chamber. There are 
four secret areas in this chamber, one of which leads to Secret 
Level 1. There is a cache of Mega Missiles in the secret level 
that will help you destroy the boss robot. If you destroyed the 
secret level earlier, it is not accessible. 


@ After you return from the secret level, return to the large chamber 
(labeled W) and begin circling again. Let the boss robot materialize 
before letting loose with one or two Mega Missiles. Be sparing with 
these babies and fire them only when you can see the whites of the 
boss robot's eyes. 


@ When the boss robot starts to tumble and explode, it’s time to get 
out. Head back through the grate door to room V and continue 
through to room U. The exit is in the roof. 


TIPS: stay in the area at the top of the boss’ lair. He 


won't be able to hit you with his missiles, but you can snipe 
him easily. 
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QUARTZON SYSTEM 1: 
SEASPRING GORGE 


This mine, your first in the Quartzon system, will keep you guessing. Is 
there something behind that waterfall? What's around that next bend? Be 
adventurous and explore, but watch your back. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ From entrance A, pro- 


ceed through the door in "T-| FP? The shaft is patrolled by 


front of you to the large two robots. Don’t get caught in any 
shaft (labeled B and S$). cross fire. 


You may want to free the 

Guide “Bot, which is locat- 
ed at the bottom—a little 

way down shaft S. 


@ Go over the top of shaft S 
and head down shaft B TIPS Beware of the robot gen- 
to point C. erator at the bottom of the shaft and 


@ Head left toward the D- the ever-present Thief ‘Bot. 


shaped area (labeled D). 
Watch out for the mines in this level. 


@ Go through one of the three holes in the floor to the Blue key 
antechamber (labeled E). 


@ Swing around the chamber 


to get toa small area TIPE Two secret chambers 
(labeled F) holding the open outside of area F after you 
Blue key. retrieve the key. Watch out for 


Diamond Claw robots hiding in these 
chambers. 








OBJECTIVE 2 


OBTAIN THE RED KEY. 


@ Head back to area E and 
take the center passage 
back up to corridor D. 


@ Proceed back through 
area C to shaft G. 


@ Follow G down to H. 
When you reach the bot- 
tom, turn around and fly 
through the waterfall to a 
chamber (labeled I). 


@ Continue through area I 
to another small chamber 
(labeled J). 


@ Go up the shaft on the 
right-hand side of chamber 
J to the Red key 
antechamber (labeled K). 


@ Open the door to room 
L, being careful to avoid 
enemy fire. Cross the 
room and grab the missile 
from the secret chamber 
above the lights. 


TIPS Doors have dropped, 
trapping you in corridor D. Blast the 
control panel in the depression in 
the corridor to open the doors. 


TIPS This chamber is swarm- 
ing with robots, so be careful. Try to 
stay in the recessed corridors; move 
quickly and try to avoid enemy fire. 


TIPS when you leave the 
shaft, turn left and grab the cloaking 
device hidden in the secret chamber, 
and then move quickly to get the 
Red key. 


@ Turn right and head toward the small chamber at position M. Note 
that you can’t open the secret doors on the way to position M... yet. 
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@ Continue into area N and 

grab the Red key. TIPS: The secret chambers 
have now opened. If you don’t have 
an afterburner, grab the one in the 
secret chamber between areas L and 
M. Beware—some of these cham- 
bers housed robots that are now 
gunning for you. 


@ Go to the corner in corri- 
dor O and blast the con- 
trol panel to open the 
doors that closed when 
you grabbed the Red key. 


OBJECTIVE 3 


RESCUE THE HOSTAGES. 


@ Return to chamber I by 

way of K and J. TIPS You could return to the 
top of shaft B and S the way you 
came down, but follow the path laid 
out so you can destroy robots that 
would otherwise harass you as you 
try to escape. 


@ Turn right into area P, 
and then turn left and 
proceed through to the 
chamber at position Q. 


@ Turn right and head into a 
shaft (labeled R). 


@ Head directly up the shaft 


to area S and head TIP: t you are low on power 

through the door to the or missiles, there is a cache located 

left (if you're facing the in the chamber to the right of R. It’s 

entrance) of the entrance a relatively small supply of missiles, 

(labeled A). so don't bother unless you are really 
@ Head through to the fork hard up. 

(labeled T). 


@ There is a secret door 
(labeled U). Open the door 
with a flare, and then blast TIP Make sure to take the 
away at the door directly middle fork. If you take the left-hand 
behind it. fork, you pass directly through a 
robot generator; if you go through 
the right-hand fork, you have to pass 
right by the generator to get to the 
prison door. 


@ Quickly move in and res- 
cue the hostages. 
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OBJECTIVE 4 


62 


@ Head back to room J. 


@ Open the Red door in 
the small depression on 
the right-hand side of 
room J. 


@ Head into room V and 
follow the small curving 
corridor to the reactor 
chamber (labeled W). 
Watch out—the reactor 
chamber is swarming with 
robots. 


@ Biast the control panel on 
the left-hand wall; this 
drops the force field 
around the reactor so that 
you can nail it. 


@ With the force field down, 
blast away at the reactor 
until explosions begin to 
pock its surface. Now get 
out! 


@ As quickly as possible, 


head back to shaft R via 
V, J, 1, P, and Q. 


@ Continue past shaft R to 


another small shaft 
(labeled X). 


@ Head up the shaft and go 


directly through the exit in 
room Y. Afterburn quickly 
past the guard robots. 


Level 5 


DESTROY THE FUSION GENERATOR AND GET OUT. 


TIP Your quickest path to 
room d is to go back via U, T, S, R. 
Q, P. and I (the way you got to the 
hostages). This also lets you kill more 
robots that may block your path on 
the way to the exit. 


TIP: Use Homing Missiles 
from the safety of the corridor to 
destroy as many robots as possible. 


Ti P: There is a cloaking device 
in the small U-shaped corridor to the 
left of the generator, and an energy 
center with a Mega Missile in the 
area to its right. 


TIPS tts a long way to the 
exit. Use your afterburner and only 
engage enemy robots that directly 
block your path. 




















QUARTZON SYSTEM 2: THE WELL 


This mine deserves its name. You will find yourself going up and down 
hexagonal-shaped wells and shafts with water flowing everywhere. 
Remember that a glistening waterfall can hide a cache of valuable 
weapons, and your best friend is your Quad Laser. 





OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


» 


= 


@ From entrance A, drop through the shaft to point B. You may want 
to free the Guide "Bot located to the right of the entrance first. 


@ Go through the door (labeled B) to chamber C. Watch out for major 
robot forces in this area. 

@ Head down the shaft at : 
the far end of this chamber T= Both areas E and L, on 


to position D. You pass either side of the shaft, contain high 
through an energy center robot populations. You must be 


on your way down. extremely careful to avoid being | 
ie @ Head down the short cor- | caught in a cross-fire as you drop 
e ridor to the large cham- down to position D. 


ber (labeled E). 


@ Grab the Blue key from 
the recess opposite the 


corridor. Watch out for TIP Keep on the lookout for 


ae Ble BEG a Thief "Bot lurking in this area. 
this area—getting caught 


between them is deadly. 
You may want to grab the cloaking device from room L before taking 
them on. 


OBJECTIVE 2 


GeT THE YELLOW KEY. 


@ The locked Blue door is to the left of the Blue key in chamber E. Go 
through the door to shaft F, keeping on the lookout for ‘droids hiding 
in the shaft and the corridor leading away from it. 
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@ At the bottom of the 
shaft, proceed down the TIPS Biast the control panel 


short corridor to area G. behind the Yellow key to drop a 
The Yellow key is located force field protecting an energy-to- 
on the opposite side of shield converter. 

the pillar. 


@ When you grab the Yellow key, the corridor you came in through is 
blocked, and two secret doors open up. One holds a shield power-up; 
the other provides a new exit. 


OBJECTIVE 3 


FIND THE RED KEY. 


@ From the Yellow key room 
(labeled G), head through TIP: This corridor is populated 


the open secret door on with a large and diverse collection of 
the left-hand side of the “bots. You must be very careful when 
room. working your way along this path. 


@ Continue down this corri- 
dor, through the waterfall, 
to intersection H. Directly 
above H is a shaft leading T | FS The energy-to-shield con- 
straight up to the Red key © verter you released in the Yellow key 
chamber (labeled 1). room is located in the ceiling about 
@ Head up the shaft and halfway along this corridor. 
retrieve the Red key. 


TIP: This area also contains the mine exit, Clear as 
many robots as possible to make your escape easier. 
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OBJECTIVE 4 
RESCUE THE HOSTAGES. 
@ Go back down the shaft to area H. 
@ As quickly as possible, fly across the 


TIP: Staying 





large chamber (labeled J) to the door 
(labeled K). Beware of the robot genera- 
tor near the door and keep up a steady 
rain of fire as you close in on the 
Yellow door. 


Go through the Yellow door and the 
waterfall beyond, and then go up the 
shaft to chamber L. 


Head across the room and open the 
secret panel in the ceiling (labeled M). 


Enter the secret chamber and go 
through the secret door at its end to 
enter shaft N. 


Slightly above and to the left of the 
secret door you just came through is a 
small passageway. Enter the passageway 
and follow it to the prison level (labeled 
O). 


Head down this corridor and blast open 
the door at the hostage holding area 
(labeled P). 


Enter the holding area and rescue the 
prisoners located there. 


In the floor is a hole leading to a small 
corridor. Head down this corridor to the 
final hostage held in area Q. 
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down in the trenches 
in chamber J limits the 
number of robots that 
can attack you, but it 
also makes their aim- 
ing easier. Make sure 
you continually slide 
left-and-right and up- 
and-down as you head 
from one end to the 
other. 


TIPS Before you 


take the passage to the 
prison level, get the 
Mercury Missiles under 
the waterfall. 


There is a secret panel 
where the passageway 
makes a bend. At the 
bottom of the shaft 
behind this panel is a 
Mercury Missile. You 
may find this useful, 





OBJECTIVE 5 


BLOW UP THE REACTOR AND ESCAPE. 


Return to the large chamber (labeled J) by retracing your steps (P, O, 
N, M, L, and K). 


Turn left toward the locked Red reactor chamber door. 


Open the door and proceed through to a small corridor leading to the 
reactor chamber itself (labeled R). 


From the relative safety of the shaft outside the reactor chamber, 
open the door and pick off as many enemies as possible. 


Enter the reactor chamber and head toward the secret door on the 
right. Behind the door is a hallway leading to a cloaking device and a 
Helix Cannon (both are handy things to have when destroying a 
fusion generator). 


Return to the reactor chamber and hit it with a generous amount of 
firepower. 


When the self-destruct warning begins to sound, get out! Return at 
maximum speed to the exit chamber (labeled I) by way of chamber J 
and intersection H. 
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QUARTZON SYSTEM 3: 
CORALBANK Q)UARRY 


This mine can become terribly confusing if you fail to refer to the level 
map and your onboard automap. There are a lot of extra power-ups locat- 
ed off the critical path and you may find it advantageous to take some 
occasional detours. However, keep your eyes peeled for the robots that 
have effectively tied up this mine. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ From entrance A, head 
down the corridor to the TIPS you may want to free the 
door (labeled B). Guide "Bot located to the right of the 
@ Carefully go through the entrance. 
door into the large cham- 
ber (labeled B). Watch out for the robot generator 
located behind the waterfall on the right-hand wall of the chamber. 


@ Go to the fork in the 
chamber (labeled C) and fol- 
low the right-hand passage 
upward to position D. 


TIPS Takea right-hand turn 
to pick up a shield power-up (under 
the waterfall) and deactivate the 
@ Turn right, and then pro- force shield at the other end of the 
ceed to the intersection corridor (past position E). 
and take a left to area E. 


@ Head down the waterfall 
and continue through the 
chambers to the Blue key = “TPS Take a right U-turn at the 
chamber (labeled F). bottom of the waterfall down to a 

@ Retrieve the Blue key and room with an invulnerability sphere. 
return to intersection C 
via areas E and D. 








OBJECTIVE 2 


OBTAIN THE YELLOW KEY. 


@ Take the left-hand pas- 
sageway (labeled C) down 
to chamber G. 


@ A little way down cham- 
ber G is a shaft; follow it 
upward to a chamber 
(labeled H). 


@ Directly across the cham- 
ber is the locked Blue door. 
Proceed through the door. 


@ Continue past the locked 
Blue door to the shaft 
(labeled I). 


@ Take this shaft down to 
the bottom (labeled J). 





TIPS The control panel at the 
top of the shaft deactivates a force 

shield on the other side of the Blue 
door. 


TIPS There is a short passage- 
way on the right after you pass 
through the locked Blue door. Take 
this passage to enter a cache of 
weapons in the sealed-off area of 
chamber H. 


@ Follow this new chamber all the way until you get to area K, where 
the Yellow key is located. Retrieve the Yellow key. 


OBJECTIVE 3 


OBTAIN THE RED KEY. 


@ There is a shaft at the 
top of the Yellow key 
room (labeled K). Follow 
this shaft upward and 
enter chamber L. 


@ Go through the locked 
Yellow door and continue 
down the corridor to the 


TIPS The two passageways 
without doors in area L lead toa 
cache of weapons {if you go down) 
or a power station (if you go up). If 
you are low on supplies, you can get 
some here. 


left-hand turn leading to a shaft (labeled M). 
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@ Take shaft M most of the way down to the bottom, to area N. 


@ Go through the door (labeled N) and retrieve the invulnerability 
power-up, and then turn around and go back through the door. The 
grate closing off the rest of shaft M is now open. 


@ Continue down the shaft to area O. 


@ There are three secret chambers hidden behind the waterfalls here. 
One contains the Red key, and the other two hold some useful 
power-ups. Grab everything. 


OBJECTIVE 4 


RESCUE THE HOSTAGES. 


@ From the bottom of area O, go up and through the door (labeled N) 
and head toward the hostage holding area (labeled P). The door to 
the prisoners is up on the left-hand wall. 


@ Blast the door open and free the hostages. 


OBJECTIVE 5 
DESTROY THE GENERATOR AND ESCAPE. 
@ Return to the shaft intersection (labeled N). 
@ Follow the shaft all the way up to the top (labeled M). 


@ Go straight out of the shaft chamber and head toward the Yellow 
locked door leading to area G. 

@ Proceed into the main 
chamber at position C and TIP Beware of the robot gen- 
oa to the other side erator located behind the waterfall to 
at position Q. the right of the shaft (labeled Q). 
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@ Take the shaft (labeled Q) up to the top where the locked Red door 
leads to a short hallway (labeled T). 


TIP: Halfway up the shaft, there are two caches pro- 
tected with force fields (labeled R) that contain some shields 
and a cloaking device. At the same level as these force 
fields is a secret door leading to a small chamber (labeled 
S), which contains a control panel. Blast the control panel 
to drop the force fields and retrieve the cloaking device. 


@ Continue down the hallway at position T to the door leading to the 
generator chamber (labeled U). 


@ Enter the generator chamber and destroy the generator with some 
well-placed primary or secondary weapons fire. 


@ Once the generator 
begins its countdown to 
self-destruct, blast the con- 
trol panel in the ceiling 
of the chamber to drop 
the force field blocking 
the exit. 


@ Above the door you 
entered is a passageway 
that leads directly to the 


TIPS tf you retrieved the cloak- 
ing device at position R, the genera- 
tor is unaware of your presence until 
after you have fired your weapons. 
Be stealthy and line up a couple of 
good shots before starting evasive 
maneuvers. 


exit and bypasses the gate at the end of hallway T. 
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QUARTZON SYSTEM 4: 
RIVERBED MINE 


You have entered another mine controlled by a boss robot. As always, the 
boss has taken complete control over the mine and produced a huge force 
of defending robots. Don’t trip the wrong control panels, because they 
may open doors leading to an influx of more robots. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ From entrance A, head down shaft B, 
TIPS You may 


which is directly ahead of you. 
want to free the Guide 


@ Carefully go through the door into the "Bot located beneath 
large chamber (labeled C). the entrance first. 
@ The Blue key is in the center of the There is a secret door 
room, so pick it up. across the main cham- 
ber from the Guide 
‘Bot's prison. 


OBJECTIVE 2 


OBTAIN THE YELLOW KEY. 


@ Go through the locked 
door to the left of chamber TI FS There is a robot genera- 
C to shaft D. You have to tor at the bottom of this shaft, so be 


blast the control panel to very careful. Once you have cleared 

its left to get through. any robots from the shaft, fly down 

© Go straight down the and get to chamber E as quickly as 
possible. 


shaft and head through 
the Blue door into 
chamber E. 
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@ Go through the small opening in the 


roof of chamber E into the Yellow key 
room (labeled F). The tunnel between 
these two rooms is a robot generator, so 


be quick. 


@ Head around to the back of the hexago- 
nal pillar containing the Yellow key, 
enter through the opening and grab 


the key. 


OBJECTIVE 3 


OBTAIN THE RED KEY. 


TIPS There are 


many useful power-ups 
located around the out- 
side of this two-part 
chamber. Because the 
robot generator kicks 
into overdrive once 
you've grabbed the 
Yellow key, grab the 
power-ups before tak- 
ing the key. 


@ Head back down through the robot generator/shaft into area E. 
There is another opening in the ceiling leading to a small corridor 


(labeled G). 


@ Go around the corner to 
the Blue door. Open the 
door and proceed 
through to chamber H. 


@ Go through the locked 
Yellow door in chamber H 
into shaft I and follow it all 
the way to the bottom. 


@ Continue to your left into 
the main chamber and 
enter the small room 
(labeled J) containing the 
Red key. 


TEP tf you turn right after 
entering chamber H, there is an 
energy center and a number of 
power-ups. 


TIP: Be prepared for some 
major resistance. You won't have 
much room to maneuver, so pick off 
any robots you can from the main 
chamber. Then dart in, grab the Red 
key, and get back out again. Be par- 
ticularly wary of the Smart Mines 
being dropped around you. 
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OBJECTIVE 4 


RESCUE THE HOSTAGES. 


@ When you grab the Red 
key, the entryway you used 1 I FPS You could go through the 
to get into the large cham- _ large chamber opposite the Red key 
ber becomes covered with room and circle back to shaft I. This 
a grate. Blast the control puts you at greater risk because you 
panel in the energy cen- have already picked off most (if not 
ter at the top of the room _ all) of the robots in the shaft. 
(labeled K) to open the 
grate. 


@ Enter shaft I and go through 
the locked Red door (labeled L). 


@ Head down into the upper 
level of the boss robot's Tl Pithe boss tobotan pro- 
domain (labeled M). The duce additional robots at will, so be 


control panel to deacti- extremely careful (and trigger-happy) 
vate the force field in from here’on in. 


front of the prison is 
behind a secret panel on 
the ceiling (there is also a cloaking device hidden there). 


@ Blast the control panel to deactivate the force field that’s “protecting” 
the hostages. 


@ Destroy the prison door and rescue them from the prison (labeled N). 


TIPS There is a force field on the opposite wall of area M from 
the prison. If you drop this field, head up the shaft it protected and 
then down through the secret door in the floor: you can reach some 
of the power-ups you could see from chamber H. 


There is also a secret door in the wall of the top room that leads toa 
teleporter for Secret Level 2. If you are dangerously low on resources, 
don't bother to go through (there is fierce competition on the other 
side). If, however, you are fairly well off, you might want to go through 
and pick up a mega missile or two. Don't destroy the secret level’s 
reactor because you may want to visit the level later. 
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OBJECTIVE 5 


DESTROY THE BOSS ROBOT 
AND ESCAPE. 


@ Head back into area M and continue 
downward to the main boss level ‘< 
(labeled O). This is where you are most zt Nissin ate 
likely to run into the boss ‘bot itself. alteiina device, but 
Keep circling through the chamber to it makest distinctive 
avoid letting any of the other robots Wwhinélaghenit.de 
draw a bead on you. Pick up the invul- cloaks. As you hear 
nerability sphere (in the right robot gen- the whine, keep on the 


erator) to help your longevity. fisokcut. Leethaboss 
@ Give the boss robot everything you've robot almost complete- 

got. When it begins to tumble and ly materialize before 

explode, get out. you start firing—this 


increases the time 
@ As quickly as possible, go back up to belie it fanirescloak 


upper level M and head up through the again. When the boss 


shaft in front of the hostage holding robot is de-cloaked, 
area (labeled N). you can fire homing 
@ Take a hard left to the exit. weapons at it with 


assured accuracy. 
@ Blast through any remaining opposition 


and fly through the exit hatchway 
toward freedom. 


TIP: The long corridor directly under level O contains 
many useful power-ups. If you can spare the time, blast the con- 
trol panel in the downward shaft at the end of the chamber then 
speed down to the left-hand secret door and retrieve the con- 
tents. Beware—there is a robot generator in the secret area 
opposite this first secret chamber that opens if you destroy the 
control panel behind the power-ups. 
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BRIMSPARK SYSTEM 1: 
FIREWALKER MINE 


This mine introduces you to a new “foe”—lava. Don’t let your ship hit the 
lava or it will drain your shields. That said, some of the lava falls have cavi- 
ties behind them containing caches of power-ups. Explore them, but make 
sure you have plenty of shield energy before you do so. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. : *, 
TIPS chamber B is crawling 


@ From entrance A, pro- with evil ‘droids. Blast them from the 
ceed through the door on —_ protection of the entry before ventur- 
the left-hand side of the ing in. Watch out for the Thief Bot 
room and enter the large lurking nearby. 
chamber at position B. 


@ Take a hard right and head down the short shaft to 
intersection C. Directly behind you is the Guide ‘Bot pen. If you want, 
set him free. (Note, however, that he will try to lead you to the Blue 
key by way of a shaft that is plugged by a force field that can’t be 
dropped until you reach the Blue key!) 


@ Head straight through the door in front of you to another large cham- 
ber (labeled D). Across the chamber and slightly to the right is a door- 
way. Enter this door and open the door directly behind it. This leads 
to shaft E. 


@ Take the shaft all the way 
to the bottom and work TIPS The force field directly 


your way across this above you is the one that the Guide 
_ curving room to intersec- "Bot would have led you to. 
tion F. 


@ Proceed through the opening into chamber G and grab the Blue key. 


TIP: Directly below the Blue key is a control panel. It 
deactivates the force field blocking the waterfall. A second panel 
in the lava flows under the Blue key area, which deactivates the 
force field blocking the return to the entrance. 





OBJECTIVE 2 
OBTAIN THE YELLOW KEY. 
@ Turn around and head back into intersection F. 


@ Tur left and head through the lava waterfall; stay to the right until 
you reach shaft H. 


@ Head straight up the shaft to the top (labeled I). 
@ Continue to the Blue locked door leading to chamber J. 
@ Tur left and head through the door into the large lava pit. Continue 


through to the chamber c 
at the far end (labeled K). 

@ In the right-hand corner TI P: Note'that there isa robot 
of this chamber is a con- ceoeigi icine at a 
trol panel and a shaft Pored fo meeta lot of gppositigns 
leading straight down. 

Blast the control panel = 

and head all the way down : ¥ 

the shaft. You have to TIPS Under the door leading 
make a slight jog when into area K is an access panel that 
you reach the landing unlocks a secret door in the ceiling. 


outside the Yellow key 
area (labeled J). 


@ Continue down to the chamber below the Yellow key area, and then 
head up the short shaft to retrieve the Yellow key. 


so Level 9 





OBJECTIVE 3 


OBTAIN THE RED KEY. 


@ Retrace your steps back 
up the shaft to area K, TIPS There is a secret area at 
and then head back the base of the Yellow key shaft that 


through chamber J to the a ni filter. the [a 
pens when you pick up the key. 
top of the shaft (labeled 


I). You are now at the 
locked Yellow door. 
@ Carefully open the door to the outer chamber (labeled M) and pick off 
any enemies you see. 
@ Although you can see the 
Red key from here, you TIPS There is a wide shaft in 


have to continue around the chamber below the Red key. 

the key holding area Watch out—it may be filled with 
(labeled P) to the inner enemy ‘bots. Also, watch for a secret 
chamber (labeled N), door on the right side of the larger 
and then downward to chamber (labeled M). 

area O. 


@ Head through the door 
and up the shaft in front of you to find the Red key. 


OBJECTIVE 4 


RESCUE THE HOSTAGES. 


TIPS Right 

before you get to the 

@ Exit the Red key area and head down holding area, you run 
the shafts at positions I and H. into a large robot. It 


@ Head to the wide shaft (labeled Q) and takes a lot of firepower 
continue around to the right to the to destroy this thing. 


hostage holding area (labeled R). Run past him to the 
right passage. There 


@ Blast through the door of the prison you can find a Mega 
and retrieve the three prisoners. Missile to help against 
this threat. 
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OBJECTIVE 5 


BLOW UP THE REACTOR AND ESCAPE. 


@ Head back to intersection 
F retracing your steps 
back to areas Q and H. 


@ At position F, head 
through the Red door and 
continue through to the 
reactor antechamber 
(labeled S). 


@ Continue through the 
small passage on the 
right-hand side of area S 
into the reactor chamber 


(labeled T). 


@ Blast the heck out of the 
reactor while avoiding 
the robots who are 
guarding it. 

@ When the reactor begins 


its self-destruct sequence, 
get out! 


@ Head to the exit by 
passing back through 
antechamber S to 
intersection F. 


@ Turn right and head to 
the shaft at position E. 


@ Go straight up the shaft 
to the exit. 
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TIPS There is an invulnerability 
sphere at the base of the lava flow 
between areas F and H. 


TIPS Kill one of the cloaked 
‘bots and use the cloaking device he 
drops to cloak and beat the other 
‘bots. 


TIP: i your cloaking device 
runs out, there is another behind a 
secret panel at the bottom of the 
chamber (to the right of the reactor). 


TIPS There are a bunch of 
other secret doors that automatically 
open and spill more robots into the 
reactor chamber. Avoid them as best 
you can as you make your escape. 

















BRIMSPARK SYSTEM 2: 
LAVAFALLS EXTRACTION GENTER 


You must move fast through this mine, but don’t get caught by a group of 
insurgent robots. Destroy everything that moves (except the hostages), 
because you never know which robot is holding the key you need. You are 
out in the open a lot in this mine, so clear the areas before you enter 
them. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ From the entry (labeled A), TI FPS Do not use the cheat 


head straight forward code “SPANIARD” on this level. 
until you come to a door This destroys key-holding robots and 
on the right-hand side. the access keys along with them. 


@ Go through the door into 
the large chamber (labeled B). 


@ Directly under the door 


A eae oud a TIPS Above this door is the 
control panel that unlocks Guide "Bot’s chamber. You may want 


the secret door, which 4 oe . 
‘ to release it at this time. 
gives access to the Blue 


key. Destroy the control 
panel and open the door that’s halfway along the wall next to it. 
(This secret door is under an overhang and is difficult to see.) 


@ Go through this door, turn right, and enter a small room. 


@ Across the room is another door. Go through this door and make a 
hard left-hand turn toward area C. 


@ Head down the drain in 


the floor of area C. TIPS Pull sideways out of the 
drain almost immediately after enter- 
ing it. Room D is behind lavafalls. 
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@ Behind the lavafall is a small door with a robot trapped inside it—the 
robot is carrying the Blue key. 


@ Open the door and blast the robot as quickly as possible, and then 
pick up the Blue key. 


OBJECTIVE 2 


OBTAIN THE YELLOW KEY. 


@ Head back up the lava 
drain into area C. TIP: this shaft has been 
mined, so fly extremely carefully and 


@ The lavafall in front of a - 
explode any mines in your direct 


the main room conceals . 
chamber E. Enter the path with a flare. 
chamber and head to the 

door at the far end. 


@ Head down the shaft 

behind the door. Ti P= Don't waste time trying 
to distinguish which ‘droid is carrying 
the key. Blow them all away and 
grab the Yellow key after you've 
destroyed the correct one. 


@ Between this shaft and 
the one at position F, 
you encounter another 
robot carrying a key. 


OBJECTIVE 3 


OBTAIN THE RED KEY. 


@ Head up the shaft at position F and then back down the wide, slow 
lavafall (labeled G). 


@ At the bottom of the lavafall, go through the door that’s close to the 
ceiling into room H. 


@ Turn right and go through the locked Blue door back into area B. 
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@ Go through the locked 
Yellow door directly ahead TIPS this corridor has a grate 
of you. floor, which exposes you to fire from 
many robots. After taking care of 
. Hest aeeg any "bots in the corridor from the 
around the curving corri- pat pals a chgpbenEncg 
dente eee down this corridor and through the 
: door at the opposite end at lightning 
@ Go through the door at speed. 
the upper left-hand corner 
of chamber J and head 
toward room K. 


@ Take a right-hand turn 


and go straight up the TIPS this is where all the 
shaft you find there. robots were firing at you from a 
@ At the top of the shaft, moment ago. Stay low when enter- 


ing this chamber and use the cover 


it L 
ease Sn Ei of the doorway and small channel. 


destroy every robot you 
find there. One of them is 
carrying the Red key. 


OBJECTIVE 4 


RESCUE THE HOSTAGES. 


@ Blast the control panel under the door that closed behind you when 
you grabbed the Red key. 


@ Open the door and head back to room K. 


@ There are two hostages in a small cell off room K. Blast through the 
door and pick them up. 


@ Head back through chamber L, up through shaft I, and over to the 
secret door in chamber B; then head into chamber C and over to the 
door (labeled E). 
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@ About halfway between the bottom of this shaft and the shaft at posi- 
tion F, there is a hostage stuck deep in the shadowed recesses of the 
ceiling. Blast open the door and rescue him. 


@ Return to chamber C. 


@ In the main chamber above the lavaflow, head straight across the 
room to the energy center. Behind this center is another small prison. 
Save the hostages from here as well. 


OBJECTIVE 5 


BLOW UP THE REACTOR AND ESCAPE. 


@ Heading out of the final prison, take a left-hand turn and continue 
turning left until you reach intersection M. 


@ Open the locked Red door and follow the passageway all the way to 
area N, directly under the reactor. 


@ Head up the shaft into the reactor chamber (labeled O). 


@ Blast away at the reactor while avoiding the robots that are trying to 
do you in. 


@ When the reactor begins to self-destruct, quickly head back down 
shaft N and go through to the intersection at area M. 


@ Head straight up through the exit in the ceiling of area M. 
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BRIMSPARK SYSTEM 3: 
COALBANK SHAFT 


Good luck on this one! Even though this mine’s layout is fairly straightfor- 
ward, you're assaulted by a large variety and number of hostile "bots 
Watch out for the Thief “Bot especially. You meet him early... and often, if 
you don’t destroy him right away. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ From entrance A, head 
straight toward the ventila- TEP The next chamber gives 


tion fan and then down you a feel for the rest of this mine. 
the shaft beneath it. The It's crawling with ‘droids and you're 
Guide “Bot is in its pen attacked right away. 


halfway down the shaft. 


@ At the bottom of the 
shaft, go through the 


door into chamber B TIP in addition to hostile 

and then keep right toward _ robots, this room is also filled with 

the “down” shaft at power-ups. The power-ups are fairly 

position C easy to pick up if you simply circle 
@ Go down shaft C into the __ the room while wiping out the 

small area at position D. enemy ‘droids. 


This area is kind of maze- 

like with over and under 

areas. Keep your directions straight as you head toward the chamber 
at position E. 


TIPS The “waffle”-floored chamber between positions D 
and E contains useful power-ups in most of the “syrup pock- 
ets.” Grab them as you pass through this chamber. You can 
also use the “waffling” as cover as you fly to the door at the far 
end of the maze. 





@ Head through chamber E to the Blue key room (labeled F). 


@ The door to the right of the trench goes to F without passing 
through E. 


TIP as you go through chamber E, get up and out of 
the trench that you start in very quickly. 


@ Go around the walls pro- 
tecting the Blue key, enter 
its recess from behind, 
and grab the key. 


TIP Making your way to the 
key can be tough. Stay near the ceil- 
ing of the small passage leading 
around the Blue key recess or you'll 
get singed by lava. 


OBJECTIVE 2 


OBTAIN THE YELLOW KEY. 


@ Return to chamber E and go up to 


the ceiling and through the door to Wel Fe satnic chamber 
intersection G. is crawling with robots 

@ Go through the Blue locked door into and mines. Be swift as 
the large chamber (labeled H). you make your way 


through it, but be on the 


@ Go through the unlocked door at area I iSakollf tor mies: 


and continue down the right lava shaft 
to the hostage holding area. 


@ Don't pick up the hostages yet, but instead, blast the control panel 
next to their holding pen. This drops the force fields around the 
Yellow key. 


@ Head away from the hostages and grab the Yellow key. 
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OBJECTIVE 3 


OBTAIN THE RED KEY. 


@ Head back through the 
door at position I and 
enter the Yellow door 
directly across from the 
chamber. 


When you've reached 
room K, go down the 
curving hallway and 
down the lava flow into 
chamber L. 


Blast the control panel in 
the alcove across the 
chamber to drop the 
force field in front of the 
door and proceed into 
chamber M. 


TIPS Be very careful as you 
make your way through the force 
field corridor. One false move will 
slam you into the force fields. If you 
don't destroy all of the ‘droids in 
chamber E, they will be gunning for 
you now. 


TIP ® Beware of the robots in 
this area because they are continually 
replaced by the robot generator 
located just inside the doorway. 


field blocking your wayto the upper level. 


@ Head up and through the door into room N and grab the Red key. 


OBJECTIVE 4 


RESCUE THE HOSTAGES. 


Destroy the control panel in the floor of chamber M to drop the force 


@ Head back to the large chamber at position H (via M, L, and K) and 
make your way to the secret door at area O. 


@ Blast the control panel to the right of the door to unlock it, and pro- 


ceed through to chamber B. 
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@ Head up the shaft at 
the far end of the 


room into chamber P. 


The hostages can be 
reached through a 
secret door to the 
right of the destroyed 
ventilation fan. 


@ Head back to cham- 


TIPS There is a secret door in the 
nook at the top of the lava flow in 
chamber P that leads to a control panel 
controlling the force fields around the 
power-ups in the chamber. There are 
some good power-ups here—it’s well 
worth the trip. 


ber H and continue to the hostage holding area at area J. 


@ Blast through the cell door and rescue the hostages. 


OBJECTIVE 5 


BLOW UP THE REACTOR AND GET OUT. 


@ Return to chamber H and head through 
the locked Red door into intersection Q. Ti P: Notice that 


@ Go through the door into the shaft and the exit is in the ceiling 
down to a small room (labeled R). of area Q. 


@ Head down through the lavafall into the 
reactor antechamber (labeled S). 


@ Blast the control panel in the ceiling to drop the force fields and grid 
flooring so you can reach the reactor. 


@ Enter the reactor chamber through position T and destroy the control 
panel across the room to drop the walls protecting the reactor. 


@ This reactor can take a lot of damage before it begins to self-destruct, 
so nail it with everything you've got in order to avoid its army of 


killer ‘droids. 


@ When the reactor begins to self-destruct, get out! Head back to inter- 
section Q and up through the exit. 
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BRIMSPARK SYSTEM 4: 
MAGNACORE STATION 


As with any level with a boss 

robot, this one is filled to the TIPE Don't use the SPANIARD 
brim with evil ‘droids. Take it cheat code on this level. It can 

slow as you progress and use destroy the mine boss, thus making 


what little natural cover this it impossible to complete the level. 
mine offers. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ From entry point A, head 


into the large chamber TIP There's a cache of mis- 
(labeled B). Note that area iles in a secret area above the door 
B is a tall chamber with leading into area B. 


very high internal walls. 


@ Head through the doorway over the ledge above the vertical lights 
into area B. Continue to the left through the door into the two-leveled 
chamber (labeled C) and turn left into the downward shaft. 


@ Head through the door 
at the bottom of the shaft 
into chamber D and con- 
tinue toward the Blue key 


TIPS there are two secret 
areas in the chamber between areas 


room (labeled E). D and E. A chamber in the ceiling 

contains an invincibility power-up 
@ In room E, destroy the (very useful when you reach the Blue 

seven control panels to key room), while the other holds a 

drop the force field shield power-up and some missiles. 

around the Blue key. You must blast the control panel in 

Then grab the key and the energy center room to unlock 

get out before your the second secret door. 


invincibility wears off. 
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OBJECTIVE 2 


RETRIEVE THE YELLOW KEY. 


@ Head back through cham- 
ber D and up the shaft to TIP near the ceiling before the 
position C. corridor to area F is a Helix Cannon. 
Also, on the right-hand side of the 
©@ Go through the Blue small corridor just before position F 
locked door to your left there is a secret door that leads to a 
and head toward the bunch of power-ups, including a 
small room at position F. cloaking device. Grab the cloak and 
@ In room F, head straight quickly get to the Yellow key room. 
up through the lava-fall 
and into the chamber above. Continue onward 
through the downward flow to the tall chamber (labeled G). 


@ Head up through area G 
and enter chamber I. 


TIPS The door you entered 
@ Tur left and head into 


locks when you pick up the Yellow 
the Yellow key chamber key. Bas, ‘be entre) panel on 
(labeled H). the ceiling by the door to unlock the 
@ The Yellow key is on the door. 
far side of the room. Grab 
it and get out. 


OBJECTIVE 3 
OBTAIN THE RED KEY. 
@ Retrace your steps back to chamber C (via I, G, and F). 


@ Go up to the second level of chamber C (which is area J) and head 
toward the locked Yellow door. 


@ When you're in room K, turn left and head up through the opening 
in the ceiling. 
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@ Go through the small 
opening in the wall into 
chamber L. 

@ Enter the hallway to the 


left of chamber L's 
entrance. 


@ Follow this hallway 
around to another 
large chamber. 


@ Head through the door 
in the bottom of this 
chamber into the Red 
key room (labeled M) 
and grab the key. 


TIP Secret Level 3 Access! 
Go through the opening in the bottom 
of chamber L, open the secret door, 
and fly into the teleporter to find 
Secret Level 3. 


Save the game here so you can com- 
plete Level 12 and return to the 
entrance for Secret Level 3 later. 
Alternately, you may want to com- 
plete the Secret Level now. Remem- 
ber, you can’t save or restore in a 
secret level. 


OBJECTIVE 4 


FREE THE HOSTAGES. 


@ Blast the control panel in the Red 





key room to disable the force field in 
chamber K. 


Retrace your steps back to chamber K 
and fly through the hole in the ceiling 
into chamber N. 


Open the secret door and blast open 
the door that holds the hostages. Enter 
the prison and rescue them. 


Head back to chamber C via areas K 


TIPS there isa 
secret panel in the 
floor of the prison that 
contains a Mega 
Missile. This missile 
can come in handy 
when trying to destroy 
the mine boss. 


and J, and then go back through the locked Blue door and on to 


chamber I via areas F and G. 


Blast through the prison door near the roof of chamber I to liberate 


the hostages. 
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OBJECTIVE 5 


DESTROY THE MINE BOSS. 
@ Head back to area B via G, F, and C. 


@ Go through the locked Red door and 
continue down the corridor to find the TIPS Pick up the 
mine boss’ chamber (labeled O). weapons before mov- 


@ Destroy the mine boss and head up ing on to the boss’ 
through the exit. chamber. 


TIPE vou must keep moving. The boss teleports with 
amazing speed and can absorb an awful lot of firepower. Use 
your slide controls constantly and don't let the mine boss “look” 
directly at you. He packs a Mega Missile launcher and three 
Phoenix Cannons, which can be deadly when he gets a bead on 
you. 


TIPS there's a secret room containing a missile, a couple 
of shield power-ups, an energy center, and a cloaking device. 
The cloak doesn’t exactly even the scales with the boss, but it 
does help. 
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LIMEFROST SPIRAL: 
SLEETSTONE TUNNELS 


Welcome to another new world. If you keep your wits about you, this mine 
can be a cakewalk. If not... 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ From entrance A, turn 
right and open the door in =| F£ The chamber on the 


front of you. The Guide other side of the door has two levels, 
‘Bot is to the right of the and you are enclosed in a small 
entrance hatchway. grilled-in corridor with little room to 
@ Head straight to the maneuver. Take out as many ‘bots 
intersection of the grilled- and mines as possible before enter- 
in corridor and head ing, and then move swiftly to your 
down through the shaft destination. 
to point C. 


@ Continue around the small corridor and work through the maze to 
point D, which is the Blue key area. 


@ Grab the Blue key and return to the shaft at position C. 


TIPE there is a secret room below position C that can be 
reached from the secret door found two chambers before area D. In 
this chamber you can find a Plasma Cannon, an invulnerability 
sphere, and a control panel. The panel drops the walls around the 
secret area containing an ammo rack on the layer above. However, 
you must exit through the ceiling, because the door you came in 
through locks behind you. 





OBJECTIVE 2 
OBTAIN THE YELLOW KEY. 
@ Go back up the shaft at point C into the grilled-in corridor (labeled B). 
@ Go through the locked Blue door into room E. 


@ From here, take the right-hand door and continue through to 
position F. 

@ Head down the shaft at 
position F and follow the TIPS the contro! panel out- 


corridor around to the side chamber G unlocks the internal 
door that leads to cham- secret door in the secret area at 
ber G. point F. Inside the “inner” secret 


area is a cloaking device and other 


@ Look up toward the 
useful power-ups. 


ceiling to find the Yellow 
key. 


OBJECTIVE 3 


OBTAIN THE RED KEY. 


@ Leave chamber G through 
the door and proceed to TIPS on the right-hand side of 
intersection H. the door between G and H is a 

@ Head through the locked secret area that looks into the cham- 


Yellow door to your left. ber holding the OmegatCannon, 


@ Enter chamber I and go 
around the corner to find 


the Red key. TEP on your way out, look 
above the door to find the full map 
OBJECTIVE 4 ee 


RESCUE THE HOSTAGES. 
@ Return to chamber G and head through the yet unused door. 
@ Follow the passageway to the large chamber (labeled G). 
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@ Head through the small opening in the middle of the floor, which 
leads to the prison door. 


@ Blast through the door, enter the prison, and rescue the hostages. 


OBJECTIVE 5 
DESTROY THE GENERATOR AND GET OUT. 
@ Leave the prison and return to chamber G. 
@ Head through the hatchway in the ceiling to area E. 
@ Take the right-hand door and continue around the pillar to the locked 


Red door. 
@ Continue through to intersection K; 
continue into the reactor chamber TIPS Watch out 
(labeled L). for the robot generator 
@ Keep moving to avoid the reactor’s located directly above 
energy blast and the robots while firing the fusion generator. 


your weapons at the reactor. 


When the reactor begins to self-destruct, get out! 


@ Your fastest route out of the reactor chamber is the following: Head 
down to sub-chamber M, through the secret door, and then up the 
passageway to the entry/exit point (labeled A). The exit shaft is 
located in the roof. 
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LIMEFROST SPIRAL: 
ARCTICON CORRIDOR 


Keep your head screwed on straight in this level as you zing through the 
mine. All of the large chambers have multiple levels that make it easy to 
lose your sense of direction. The robots are pretty crafty—they have dis- 
guised many of the control panels to look like signs and display units. 
Don't let them fool you. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ From entrance A, head 


into the large chamber TIPS there are secret caches 
(labeled B). on both sides of your entry point. 
ee Gantnincacrose chenniber Open the secret doors to get the 


B to the top of a “dual” Vulcan Cannon and ammo, Homing 


shaft at position C. Missiles, and Superlaser power-ups. 


@ Head down the first shaft | The Guide "Bot is located in 
and enter another large chamber H, which is directly below 


chamber (labeled D). chamber B. 


@ Destroy the control panel 
at the far end of the 
chamber, and then return 
to the center of the chamber 
to grab the Blue key. 


TIPS Blast the control panel before grabbing the key. 
After you pick it up, the robot generators on either side of the 
key kick into overdrive. (The control panel opens a wall that 
blocks your access to the Yellow key: you can get to the 
Yellow key via another way, but it is not nearly as quick.) 





OBJECTIVE 2 


OBTAIN THE YELLOW KEY. 


@ Head to the long chamber 
(labeled E) to the right of 1 I P'S Secret Level 4 Access! 
your original entrance into | Opposite the Blue door is a pair of 
this chanther. secret doors that lead to the tele- 
porter to Secret Level 4. You may 


@ Go up through the shaft want to save at this point and come 


and through the locked back to it later, or head through the 
Blue door; the Yellow key secret level and return to Level 14 at 
is in chamber F. this point. 


@ Go through door X and Continue through the Blue door and 
blast the display panel to grab the Yellow key. 
reveal access to E. 


@ Follow corridor E to 
corridor F. 


@ Make your way to the second Blue door and enter area F. 


OBTAIN THE RED KEY. 


@ Above and behind the Yellow key is a control panel. Blast the panel 
for access to the areas below. Head down into the lower level of this 
room (labeled G). 


@ Go through the Blue door directly below the Blue door you just came 
through and continue to the intersection at area H. 


@ Go through the door directly in front of you and head through the 
locked Yellow door into chamber I. 


@ Take the smaller access shaft down to chamber J (the larger one is 
blocked by a grate) and head up the shaft to a small tunnel (labeled K). 


@ Grab the Red key that’s positioned halfway down the tunnel. 
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TUPE There is a secret area just above the end of the shaft 
from which you came. It doesn’t contain any power-ups, but it 
does release robots that blast you after you've gotten the key. 


OBJECTIVE 4 


RESCUE THE HOSTAGES. 
@ Head back down the shaft to chamber J, and then up to chamber I. 
@ Go to the prison at the far end of the chamber and blast through 


the door. 

@ Pick up the three hostages 
on the main level—a TIP: Directly above the fourth 
fourth is located in a hostage is a secret area containing a 
recess below the door. full map power-up. It doesn’t do you 


much good at this point—you've 
been almost everywhere—but you 
OBJECTIVE 5 may as well pick it up. 


BLOW UP THE REACTOR 
AND GET OUT. 


@ Go back into the main chamber and enter the chamber at position J. 


TIP there is a control panel by the energy 
center that opens the grate in the middle of chamber 
d. If you blast this control panel, you can drop down 
into chamber J earlier. 


@ Go through the door at the back of chamber J and head down the 
long corridor to area L. 
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@ Head up into chamber G, and then go through the locked Red door 
into reactor chamber M. 


TIP There is a control panel on the wall to the right of the 
locked Red door that opens a secret door. After you blast the con- 
trol panel, quickly go to the secret door—it only stays open a 
short time. At the end of the passage (behind the door), enter 
another secret door and grab the Omega Cannon and missile. 


@ Give the reactor a serious blast, and when it starts to self-destruct, get 
out! 


@ Head through the locked Red door and continue straight through 
chamber G and through the door at the other end of the chamber. 


@ When you reach intersection H, go through the ceiling to chamber B, 
and then through the exit in the ceiling. 
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LIMEFROST SPIRAL: 
ICEHAMMER CAVERNS 


Energy centers are few and far between on this forbidding level. Conserve 
your power throughout this level—use Gauss and Vulcan Cannons and mis- 
siles when possible. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


TIP: There are two secret areas located near the entry 
point. One contains a shield power-up and the other an 
invincibility power-up. Take the shield power-up, but leave 
the invincibility for your battle with the generator. 


@ From entrance A, head through the door in front of you into 
chamber B. 


@ Take a hard right just past the door and go through the door in the 
ceiling into a large chamber (labeled C). 


TIP A secret door is located on the left, just before the 
door into position C. If you go through the door and follow 
the tunnel, you will find a grate door. Blast the control panel 
on the other side of the door to unlock it; inside you'll find a 
shield power-up, a Smart Missile, and a Mercury Missile. 


@ In chamber C, turn left and head up the vertical shaft to area D. 
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@ Go around the U-shaped corridor and then down the left-hand fork. 
Then continue on to the left door and chamber E (located on the 
other side of the secret chamber). 


TIPS There is an energy center in a room directly 
opposite chamber E. If you're running low, grab some 
power. There are two secret panels in this room also: One 
contains a four-pack of Homing Missiles and the other an 
afterburner power-up. 


@ Grab the Blue key from its 


alcove, located down and TIP: Directly above the Blue 


vd the right of the door key is a secret panel containing a 
that you just entered. Bloaking device. 


OBJECTIVE 2 


OBTAIN THE YELLOW KEY. 


@ Head back to the main 


chamber (labeled C). TIPS the first Blue wall panel 
@ Take the tunnel to the past the locked Blue door conceals a 

locked Blue door at secret panel. Enter the cubical 

position F. behind the panel, and then drop 


through the door in the floor. Follow 
the tunnel to find a cache of 
weapons, including a Fusion Cannon 
and a Helix Cannon. 


@ Go down the hallway 
past the other Blue door. 
The Guide ‘Bot is in the 
ceiling. 


@ Go through the Blue door 
and continue down the passage until you come to chamber G. 


@ Grab the Yellow key from its alcove. 


Limefrost Spiral: Icehammer Caverns 109 





OBJECTIVE 3 


OBTAIN THE RED KEY. 


@ Return to the main cham- 


ber (labeled C). Ti P s Almost nothing in this 

@ Follow the passageway maze is vertical or horizontal. To 
until you come to cham- keep your bearings straight, turn off 
ber I. auto ship leveling. 


@ Go through the door on 
your left and follow the 
passages and rooms to find the Red key in area J. 


@ Grab the Red key. 


TIP: on your way back out of area J, you will 
notice that a secret panel has opened up. It contains a 
bunch of force fields and an invincibility power-up. When 
you grab the invincibility, a force field turns on and 
blocks your exit. Blast one of the control panels around 
you to drop the field, but do it quickly so you have time 
to implement your power-up. 


OBJECTIVE 4 


RESCUE THE HOSTAGES. 
@ Retrace your steps out of chamber I. 


@ On your way back to area H, you will find a prison door directly 
below a door that you previously used. 


@ Blast through the door and rescue the three hostages. 


@ Return to the main chamber (labeled C) and head toward the other 
locked Blue door, which is just past the one you already used in 
corridor F. 


@ Go through this door and proceed to chamber K. 


@ Blast through the prison door in the far corner of the room to rescue 
two additional hostages. 
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OBJECTIVE 5 


DESTROY THE REACTOR AND GET OUT. 


@ Return to chamber C and 


proceed to chamber B. TIPE Now would be a good 
@ Head through the locked time to return to entrance A and 

Red door and proceed to retrieve the invincibility power-up 

the reactor chamber you left in the secret chamber. 


(labeled L). Go quickly 
before your invincibility 
power-up fades. 
@ Destroy the generator and get out! 


@ Head back down the corridor toward position B. The exit is in the 
ceiling, just a short distance before the locked Red door. 


TIP: your invincibility power-up fades while you're in 
the reactor chamber, get out of range of the reactor and 
destroy as many of the robots as possible so they won't hamper 
your run for the exit. 


Limefrost Spiral: Icehammer Caverns 111 








LIMEFROST SPIRAL: 
TERRAFROST CATACOMBS 


This is yet another mine that can leave your head spinning around. Make 
sure you collate your automap to the following level when flying down the 
curving, twisting tunnels, You may find that you need to turn off auto- 
leveling. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ From entrance A, head 


out into the main chamber “TT ] Ps Although chamber A may 

(labeled B). look empty, be on the lookout for a 
@ Go through the slit in the robot that comes out of a secret 

wall and down the shaft to | Panel to your left. Take him out 

position C. Release the immediately so that you are not 

Guide ‘Bot from its pen. caught in a cross fire when you head 


i i |. ’ 
Bear dean the coriioe into the main chamber (labeled B). 


and through the small 
room to intersection D. 


@ At position D, go down one level to 


the perpendicular tunnel toward posi- Ti P Aa 
tion E and continue on toward intersec- me Yoo cen: 
tion F. tinue down from D, 
you will reach an ener- 
@ From area F, take a hard left past the gy center, which will 
Red door and head toward the tall come in handy. 


shaft (labeled G). 


@ Go straight up the shaft at position G 
to the top to reach position H. Note that there are a lot of ledges that 
keep you from going straight to the top. These ledges play an impor- 
tant role as cover for incoming attacks. 


@ Head through the Green doorway at area H and enter the small 
chamber. 


@ Drop to the lower level of the chamber (labeled I) and retrieve the 
Blue key. 





OBJECTIVE 2 


RETRIEVE THE YELLOW KEY. 


@ Head back to the upper chamber and continue through the adjoining 
chamber to the locked Blue door. 


@ Go through the door into chamber J. 


@ Head down through the 
shaft in the floor of area TI FP? There is a small chamber 
J and head toward near position J that has a Helix 
chamber K. Cannon concealed behind a force 

© Go up to the top level field. You can get around the force 
(labeled L) and blast the __ field by accessing the upper chamber. 
control panel that's 
positioned on the other 
side of the dual force fields. 

@ When the force fields drop, grab the Yellow key. Beware of the Smart 
Mines that have been dropped around the key. 


OBJECTIVE 3 


OBTAIN THE RED KEY. 


@ Head back to chamber J and exit through the locked Blue door to 
find the main chamber (labeled B). 
@ Shortly after you clear the door, 
oT oe pes shaft. Head up TIP s the force 
fields in the shaft will turn 
@ Continue through the locked Yellow off as you approach. 
door and work your way up to 
chamber N. Beware of the robot 
generator in the lower-most corridor, 
plus another in chamber N. 


@ Grab the Red key from its alcove. 
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Til Pt There isa full map power-up in the chamber 
that’s blocked off from area N by some grates, You can reach 
the map from the chamber directly below area N. Also, there 
is an energy-to-shield converter and a 4-pack of Mercury 
Missiles in a secret chamber behind the map. 


OBJECTIVE 4 


RESCUE THE HOSTAGES. 


@ Return to main chamber B, head through the slot, and continue down 
to intersection C. 


@ Go to intersection D, head down one level, and then go to the large 
chamber (labeled O). 


@ Rescue the three hostages from their prison. 


@ Return through the tunnel to the intersection and continue on to 
areas E and F. 


@ Head toward position G, but keep to the left. Open the secret door in 
the floor to find the prison (labeled Q). 


@ Blast through the prison door and rescue the three remaining 
hostages. 


OBJECTIVE 5 


DESTROY THE BOSS ROBOT AND ESCAPE. 


@ Return to intersection F and continue 

toward the locked Red door. TIPS thereisa 
cache of power-ups 
behind a triple secret 


panel, located just above 
@ Destroy the boss robot. the energy center. 


@ Go through the door to the energy cen- 
ter at position R. 
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@ When the boss starts its 


death roll, get out! TIP: Destroying the boss robot 
@ Head through the door to _ is easier said than done. Your best 

the maze. Don’t bother bet is to pick off its army of ‘droids 

figuring out the maze; go from the protection of the energy 

through the secret door in __ center. Then nail the boss with your 

the floor directly after the most powerful weapons while 

main door. At the other maneuvering within the energy 

end of the secret passage center. 


(labeled S), go through the 
secret door in the ceiling. 
You are now positioned in 
front of the exit. 


TIP? i you get hit by a Flash Missile, get through the 
locked Red door before the boss can get in range to finish you 
off with its Omega Cannon. 


The boss will eventually figure out your strategy and stay away 
from the energy center opening. When that happens, venture out 
into the chamber, keep moving, and shoot the boss whenever it 
appears. 
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BAYLORIS PRIME 1: Y’TOR III 


Don't let the simple layout, lack of hostages, and relatively few number of 
marker points fool you. This is a tough level for two reasons: the Blue key 
is carried by a quick-moving Kamikaze ‘droid and the main chamber 
(labeled B) is crawling with Tiger ‘droids. There are also a lot of areas that 
lock behind you or become accessible only at certain times. 


(If you're prone to use the SPANIARD cheat code in this level, wait until 
after you've gotten the Blue key.) 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ From entrance A, descend into the 
main portion of the mine. Your best bet TIP: Stay out of 
is to destroy anything that moves, and Tiiisshomler Eine 
then search for the Blue Kamikaze car- much as possible. 
rying the key and blow away the 
‘droid. Watch for the secret door that 
opens in the ceiling of position A when you exit. 


OBJECTIVE 2 


OBTAIN THE YELLOW KEY. 


@ Enter main chamber B 
and head directly down to. TI FPS Use your afterburner to 
the lower area (labeled C) ___ get through chamber B, but if you 


to find the locked Blue are cornered by a Tiger, keep mov- 
door. ing and try to escape through any 
door. 


@ Continue through the 
locked Blue door to cham- 
ber D. 


@ Grab the Yellow key from its alcove. 
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TIP: i you venture down into the room below the 
Yellow key. the shaft leading back up to position D will seal 
behind you. There is a control panel out of sight just inside 
one of the alcoves that opens the door covering the shaft. 


OBJECTIVE 3 


OBTAIN THE RED KEY. 


@ Head back to the locked Blue door. It was sealed when you retrieved 
the Yellow key. 

@ Get close to the door and a secret door across the room opens. Blast 
the control panel behind the door to remove the seal. 


@ Fly across lower cham- 
ber C toward the locked 
Yellow door. 


@ Go into chamber E and 


TIP: There is a control panel 
behind a secret door in the ceiling 
above the secret door and to the left 


turn left, toward the of the locked Yellow door. Blast the 
small Red key room. control panel to open a cache of 
@ Take the Red key. power-ups located above the door. 


OBJECTIVE 4 


DESTROY THE REACTOR AND ESCAPE. 


@ Head out the Yellow door and directly across lower chamber C to the 
newly accessible locked Red door. 


@ Go through the door and head for the 


reactor chamber (labeled F). TIP Take out 
the enemy ‘droids 


before gunning for the 
reactor itself. This 
makes your escape 
much easier. 


@ Hit the reactor with a barrage of 
weaponry. When the reactor begins to 
self-destruct, get out! 
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@ You can't go back through the locked Red door because it sealed 
when the reactor started to self-destruct. Head down through the 
robot generator into the newly accessible passageway (labeled G). 


@ When you appear in lower chamber C, make all haste for the door at 
the top of chamber B, which takes you to chamber H. 


@ Head through the door into chamber H to find the exit, which is 
located in the ceiling of the chamber. 


TIP secret Level 5 Access! Along the left-hand wall of 
chamber H is a shaft leading down to a small room. The door to this 
room leads to the teleporter for Secret Level 5. Blast the control panel 
to the right of the door to open it. The secret door appears across the 
room. Open the door to expose the teleporter. Save some power-ups 
and weapons for when you access the secret level from Level 20. 
Also, don’t blow up the reactor! 


If you entered the secret level while the reactor was counting down, 
you will automatically be taken to the next level when leaving the 
secret level. 
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BAYLORIS PRIME 2: 
DREC’NILBI K’LUH 


Like Level 17, this mine has no hostages. The robots must be putting all 
their energy into devising new ways to confound and eliminate you. Level 
18 has a couple of sneaky tricks, but if you follow the path provided here, 
you can avoid the pitfalls. Also, watch out for intense resistance from the 
robots. They have stationed some Tigers and other nasty ‘bots in this 
mine. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ From entrance A, head down through the first shaft to the lower 
chamber (labeled B). 


@ Go through the regular 
door, turn left through the 
lavafall, and continue down 
the lavaflow. When you 
come to a corridor in the 
ceiling, take the door to 


TIPS As soon as you enter the 
mine, you are attacked by enemy 
robots. Make sure you keep moving 
to avoid their fire. Take the first 


the left downward shaft to avoid tripping a 
‘ sensor that opens two secret areas 
@ Take the first right-hand that contain more ‘droids. 


turn and proceed up one 
of the two small shafts to 
the Blue key room (labeled C). 


@ Take the Blue key. 


OBJECTIVE 2 


OBTAIN THE YELLOW KEY. 


@ From room C, retrace your steps back to lower chamber B and 
head up the second vertical shaft to the locked Blue door in upper 
chamber A. 
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@ Head through the locked Blue door into 
chamber D. Drop to the normal door TIP: tii 
Th t 
and enter the short corridor. Blast the a 
control panel and return to the Blue 
door, Across from chamber B is a 
newly accessible secret area. 
@ At the end of secret 
area E, go down TIPS The secret area is the easi- 
through the secret door est way to get the Yellow key. The 
to area F and retrieve other way is through the door by the 
the Yellow key. Yellow key. To open this door, you 
need to get to the room behind the 


grate by the Yellow key, fire through 
OBJECTIVE 3 the grate to open it, and then rush to 


OBTAIN THE RED KEY. area I. 


@ Go back up through 
the secret door and return to chamber D. 


area is full of many 
useful power-ups. 


@ Head down to lower chamber G and go through the locked Yellow 
door into the Red key chamber (labeled H). 


@ Grab the Red key and return to lower chamber G. 


OBJECTIVE 4 


DESTROY THE REACTOR AND GET OUT. 


@ Return to chamber G and go through the secret door to areas D 
and E. 


@ Head down into the Yellow key area (labeled F) and enter the door 
into chamber I. 


@ Go around the corridor until you come to the locked Red door at 
position J. 
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@ Go through the locked . io 
Red door to find the con- § [T] F's There are alot of robots 
trol panel in the alcove at on the.other side ef thellceted Red" | 
Position K. door. Stay in the relative safety of 

@ Trip the control panel to the corridor and pick them off one 
lower the force field that’s | at a time before venturing into the 
protecting the reactor in reactor chamber. 
chamber L. 


@ Destroy the reactor with concentrated weapons fire. 


@ When the reactor starts its self-destruct sequence, get out! 


TIPS The reactor is protected by a wall that prevents you 
from destroying it from the safety of the doorway. You can use 
this wall to your advantage. Creep out on one side to draw the 
reactor’s fire so you can fly over to the other side and give it a 

couple of good blasts. When the reactor starts firing at you on 

this side, switch positions again. 


@ Head back through the doorway toward intersection K and take a left- 
hand turn into chamber M. The exit is located in the ceiling of this 
chamber. 
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BAYLORIS PRIME 3: 


NEP-HILIM S’CRUB 


This is the kind of down-and-dirty-descend, blast-some-'droids-and-blow-up- 
the-reactor mine that made you become a material defender. There are no 
cheap tricks, no hostages to rescue. Only robots to destroy. 


As always, be on the lookout for all manner of opponents, including the 
Thief “Bot. 


GBJECTIVE | 


OBTAIN THE BLUE KEY. 


@ From entrance A, go into the chamber beyond and continue to the 
left-hand turn just before the Blue door. 


TIPS After leaving area A several secret areas open up, 
including one above the door to A. 


@ Go through the door into corridor B. 
© Tur left at the end of the corridor and | W IPs Atthe end 


continue halfway down to the alcove of the corridor is a 

with the Blue key. secret panel in the 
floor with some useful 
power-ups. 


OBJECTIVE 2 


OBTAIN THE YELLOW KEY. 
@ Retrace your steps back to the Blue door. 
@ Go through the door into chamber D. 
@ Head down the shaft into the energy center chamber below. 
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@ Go through the energy center and turn left to the door heading 
toward position E. 


@ Fly to the intersection at position E and pick up the Yellow key. 


OBJECTIVE 3 


OBTAIN THE RED KEY. 
@ Head out into the main chamber beyond the Blue door to your left. 


@ Biast the control panel on 

the far right-hand wall to 

open the grate in the floor TIPE Watch out! This chamber 

(you will need it open later). is swarming with "bots. Take out as 
many as you can from the safety of 
the doorway before you venture into 
the chamber. If you turn on your 
headlight (assuming you have one), 
@ There are a couple of the ‘droids will come to you and you 

twists in the shaft, but can blast them at your leisure. 

you will eventually come 

to the Red key chamber 

(labeled G). 


@ Grab the Red key. 


@ Enter the right-hand Yel- 
low door and head down 
the shaft at point F. 


OBJECTIVE 4 


BLOW UP THE REACTOR AND GET OuT. 
@ Return up the shaft to the top at point F. 


@ Head back into the main chamber and go down into the slot in the 
floor you opened a little while ago. 


@ Descend into chamber H and continue through the Yellow door into 
chamber I. 
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@ Go through the Red door into reactor chamber J. 
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@ Use the pillar in the middle of the chamber for cover and blast the 
reactor. 
@ When the reactor starts to self-destruct, get out! 
@ Head back through the Red door and turn right down the corridor 
leading to chamber E. 
@ Go up the shaft to chamber E, then go into the exit chamber K. 


@ The exit is set in the ceiling of chamber K. 
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BAYLORIS PRIME 4: 


GYTOWT STATION 


This is your fifth mine boss level. Like the four previous ones, this mine is 
filled with a vast assortment of ‘droids, all waiting to destroy you. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ At entrance A, turn left. You can see the key through the grate. You 


can't get at it that easily. 


@ From position A, head 
through the door into the 
hallway and turn left. 


@ Continue down the hall- 
way around the left-hand 
corner to a dip in the 
floor. 


@ Enter the doorway at the 
dip into shaft B. 


@ Descend into the shaft 
and follow the corridor 
at its bottom all the way 
to the end. 


@ Head to the top of this 
new shaft and get the 
Blue key. 


OBJECTIVE 2 


OBTAIN THE YELLOW KEY. 


TIP the Guide ‘Bot is ina 
slot in the floor directly below you. If 
you free it, you can get to a shield 
power-up and a Smart Mine in the 
secret compartment below. 


The door to the right of the entry 
point leads to a cache of weapons 
and power-ups. To unlock and open 
the door, trip the switch behind the 
Blue key. Enter the door quickly 
because it locks again when it closes. 
To get back out of the cache, trip 
the control panel in the corridor 
beyond the middle grate (again, be 
quick about getting through the 
door). 


@ Go back to the top of shaft B and exit into the hallway. 
@ Turn left and head to the Blue door leading to chamber C. 
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@ Pass through the door and go across chamber C to a small room 
(labeled D). The Yellow key is behind a force field. 


@ Descend into area E and trip the control panel behind the grate. This 
drops the force field. 


@ Return to room D and get the Yellow key. 


OBJECTIVE 3 


OBTAIN THE RED KEY. 


@ Enter chamber C and cross to the Yellow 
door leading to intersec- 


ig TIPS Chamber G is filled with 
@ Enter chamber F and take robots. If you need resources, you 
the shaft up to the long can duke it out with them until the 
curving corridor. At the remaining three doors unlock them- 
end of the hallway you selves so that you can enter the 
come to the door to chambers beyond. These chambers 
chamber G. contain a great collection of power- 
@ Enter chamber G and grab _ups, including shield and energy 
the Red key. units, Mega Missiles, and even 
some cloaking devices. You'll need 
whatever you can get to destroy the 
OBJECTIVE 4 tn, so it might be worth taking a 
ittle damage now. 
DESTROY THE BOSS ROBOT 
AND ESCAPE. 


@ Retrace your steps back along the ‘corridor to intersection F. 


@ Pass through the Red door to the mine boss antechamber H. You can 
already hear the mine boss’ distinctive yell. 


@ Head down through the hole in the floor to chamber I, and finally to 
the mine boss’ lair, the figure-eight-shaped chamber J 
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@ Use the floors and pillars 
in chamber J for cover. 
For example, if the boss 
appears in the upper por- 
tion of the chamber, posi- 
tion yourself between 
floors, lob a couple of mis- 
siles at it, and drop to the 
lower chamber. This boss 
can take a couple of Mega 
Missile blasts and keep on 
coming. It takes patience 
to destroy this one. 


@ When the mine boss final- 
ly begins its death roll, get 
out! 


@ Head back up to room I 
and through the bottom 
Red door into tunnel K. 


@ Take the shaft at the end 
of tunnel K all the way 
through several doors, to 
the top. 


@ Go around the small barri- 
cade in front of you and 
head straight through the 
exit. 
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TIP Secret Level 5 Access! 
There is a secret panel leading to the 
teleporter for Secret Level 5 at the 
top center of room Jd. The secret 
panel does not register as a locked 
door if you fire at it, but opens when 
either of the control panels in cham- 
ber J are tripped. You might want to 
enter this secret level right away and 
grab some powerful missiles and 
power-ups before the mine boss is 
fully alerted to your presence. 


This boss is hard to beat. You'll 
probably find yourself running low 
on power before you defeat him. 
You can get additional power by 
returning to the energy center in 
chamber G. If you're running low on 
other supplies, intersection L at the 
end of tunnel K contains a secret 
panel that opens a room with more 
power-ups and energy centers 
(assuming you didn’t loot this area 
when you retrieved the Yellow key). 























OMEGA SYSTEM 1: N’NERI RING 


The robots have realized the obvious: Their tricks, traps, and keys are not 
going to stop you. They're only using two keys, but one of them is carried 
by a kamikaze ‘droid. To protect both keys the robots are sending a verita- 
ble army after you. Be prepared for a major fire fight. 


OBTAIN THE BLUE KEY. 


@ From entrance A, turn left and head through the door at the bottom 
of the chamber. 

@ Head down through the 
short corridor and then up Til P: The Guide ‘Bot is in a 


the short shaft to lower pen to your right, just past the 

chamber C and continue doorway. Free him to make your 

up the nearby shaft to task a bit easier. 

chamber D. There is a cache of weapons stored 
@ Go across the chamber to in a screened-off area that's accessi- 

the door and down the ble through the shaft just in front of 

corridor and turn left to the Guide ‘Bot’s pen. 

find the Blue key room 

(labeled E). 


@ When you reach the room, grab the Blue key. 


TIP Secret Level 6 Access! The control panel on 
the wall controls the grates in the ceiling of chamber D. If 
you trip the panel, these grates will open and provide access 
to chamber X. Chamber X contains the secret panel leading 
to the teleporter and another cache of power-ups. Don't blow 
up the reactor. 
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OBJECTIVE 2 


OBTAIN THE RED KEY. 
@ Return to lower chamber C by way of chamber D. 


@ Head into the upper chamber (labeled F) and go to the pentagonal- 
shaped room (labeled G). a. 


@ Ascend one level. Exit the room through the single door and pass 
through the locked Blue door into area H. 


@ Continue to the end of the corridor, and trip the control panel. This 
opens the grate ceiling in chamber G, providing access to the 
kamikaze ‘bot carrying theRed key. 


@ Quickly return to chamber G and destroy the kamikaze "bot before it 
has a chance to escape to another part of the mine. 


@ After the ‘bot has been demolished, head into chamber I and trip the 
control panel. This opens the grate floor in room H, giving you 
access to the levels below. 


OBJECTIVE 3 


DESTROY THE REACTOR AND ESCAPE. 
@ Return to room H and travel down to level J. 


@ Follow the orange U-shaped corridor to another pentagonal-shaped shaft 
(labeled K), and then head 
to the bottom of the shaft. 


@ At the bottom of the shaft, “1 I FPS The exit is behind the 


go through the locked grate in the ceiling of the energy 
Red door and center. To save time blast the control 
continue to the power panel in the exit area now to drop 
center at point L. the grate. 


@ Proceed to reactor 
chamber M. 


@ Hit the reactor with everything you've got. 
@ When the reactor begins its self-destruct sequence, get out! 


@ Head back to the power center at point L and continue through to 
the exit. 
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OMEGA SYSTEM 2: KwoOD A’RIOR 


You have destroyed 21 of the robots’ 24 mines and they're getting scared 
Many of the secret areas have been infiltrated and power-ups replaced with 
robots. Also, they have arranged the keys so that you have to fly back and 
forth through the mine. Go slowly, carefully, and keep your trigger finger 


ready. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ From entrance A, proceed 
down the corridor to main 
chamber B. 


@ Turn left and go down 
the shaft to the Blue key 
room (labeled C). 


@ Take the Blue key. 


OBJECTIVE 2 


OBTAIN THE YELLOW KEY. 


@ Return to main chamber B. 


TIP The Guide ‘Bot is 
imprisoned in a pen on your right. 
If you free it, explore the secret 
chamber within the pen. Inside 
you'll find a Homing Missile and 
Superlaser power-up. 


Pick up the Blue key but keep your 
sights leveled on the secret door in 
the floor. As soon as you grab the 
key, the door opens releasing more 
‘bots into the room. 


@ Go down the other shaft to the locked Blue door at position D. 


@ Enter through the door and turn right 


toward shaft E. 


@ Go down the shaft to the large abeany 
ber (labeled F) and continue through 


the door to intersection G. 


TIP: t you're 
running low on power. 
there is an energy cen- 
ter located near the 
door on your left. 





@ Go up through the door in the ceiling 
and follow the twisting corridor to posi- Ti P: The mi 
. mine 


hom E exit is at the very top of 
@ Descend through the shaft to position __ this shaft. Commit this 
and grab the Yellow key. location to memory! 
~§ OBJECTIVE 3 
“ OBTAIN THE RED KEY. 
@ Retrace your steps back to 
Taine chanrives ES eel TIP Expect major robot resis- 
G, F, E, and D). tance in this chamber. The existing 
forces are supplemented by dual 
@ Go through the locked robot generators. Your best bet is to 


Yellow door at the end of blast the robots from the doorway, 

the chamber and proceed fly in and head to the floor, grab the 

into chamber J. key, and get out quickly. When you 
leave, beware of some more robots; 
they’re lurking in the secret area just 


OBJECTIVE 4 outside the locked Yellow door. 


BLOW UP THE REACTOR AND ESCAPE. 
@ Go back down to the large chamber (labeled F) via B, D, and E. 
@ Turn left at the end of the chamber and proceed into area K. 


@ Go through the locked Red hatchway in the floor into reactor cham- 
ber L. 


@ Hit the reactor with everything you've got. 
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TIP: Using the doorway as a shield, take out as many robots 
as possible before entering. 


The door locks behind you. Make sure you trip be control panel 
on the wall before trying to leave. 


When the reactor begins to self-destruct, get out! 
Go back up through the locked Red hatchway in the ceiling (remem- 
ber to blast the control panel on the wall first) and enter chamber K. 


Go through the door into intersection G and head straight up the 
shaft toward the exit. 


TIP There's nowhere to hide and no cover available in this 
reactor chamber. Keep moving and finish off any remaining robots 
before going for the reactor itself. Take advantage of the cloaking 
device to the right of the entrance. 
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OMEGA SYSTEM 3: IWIHML 


They're getting serious now. There is no energy center in this mine and 
energy power-ups are few and far between. Make sure you conserve your 
power and use missiles or your Vulcan and Gauss Cannons whenever pos- 
sible (luckily, there’s a lot of ammo around for both of these). 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 
@ From entrance A, go straight through the door in front of you. 


@ As soon as you've cleared the door, hit reverse and reenter A. When 
you went through the door, you opened a secret control panel. 


@ Trip the control panel to 
drop the wall, splitting 


ichainber B Geka TIPS there's a secret panel on 


the left-hand wall that leads to a big 
@ Go back through the door cache of Vulcan ammo, shield 


into chamber B and power-ups, a Gauss Cannon, and 

across to the small cham- even some Homing Missiles. 

ber C. You can see the Beware, though—this secret area 

Blue key from here. provides very little cover. Get in and 
@ Ascend the shaft above Bee Olle 


areas C to D. 


@ Descend the parallel shaft 
to area E and grab the 


. 
silts key ab thelbction: TIPS Make sure you grab the 


Shaker Missile at the top of the 
shaft. Don’t use it now! You will 


need it when you face the boss in 
OBJECTIVE 2 Hy Ho 


OBTAIN THE YELLOW KEY. 
@ Head back up the shaft to position D. 
@ Enter the other parallel shaft. 
@ Go up through the Blue door and enter room F. 


@ Take the Yellow key from its recess in the floor. 





OBJECTIVE 3 
OBTAIN THE RED KEY. 
@ Exit room F through the Blue door and head toward D again. 
@ Go through the small room with the pillar in the middle to shaft G. 


@ Follow the shaft all the way to the bottom and turn toward the Yellow 
door at position H. 


@ Go through the Yellow door into room I and take the Red key. 


OBJECTIVE 4 


DESTROY THE REACTOR AND GET OUT. 
@ Leave room I and head back up the shaft to position G. 
@ Turn left, go past D, and ascend the other shaft to position J. 
@ Head through the Red door into the reactor antechamber (labeled K). 


@ A secret door should have opened to one side of you. Enter the area 
behind it (take the power-ups) and go back out again. Another secret 
door should open. Enter the area behind it and leave again. A secret 
door in the floor of the chamber will open. 


If the secret doors don’t open, exit antechamber F and reenter. This 
will trip the secret door mechanism. 


@ Head through the secret i el SS 


door in the floor and enter TIPPS Watch out. The reactor | 
outer reactor chamber L. has its own private army Weiting'f or 
@ Go right up to the thresh- you behind the door. Keep moving : 
old of the secret door lead- and use what little natural cover this 
ing into the chamber. Two room provides. Try to take out the _ 
secret doors will open. robots before concentrating on the , 
reactor. 
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@ Trip the control panel behind one of the doors to open the reactor 
door and reveal the reactor room (labeled M). 


TIPE A secret panel above the door also has opened. 
There’s a cloaking device inside. 


@ Blast the reactor into spare parts. Don’t use the Shaker Missile yet! 
@ When the reactor starts to self-destruct, leave! 


@ Head back to the door leading to position K. It’s locked, so take the 
secret passage above it. 


@ Go through the lower of the two Red doors and follow the corridor to 
the exit at position N. 
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OMEGA SYSTEM 4: TYCHO BRAHE 


You've almost made it! This is the final mine. Unfortunately, the robots 
know that too. They have populated this mine with tricks, traps, and the 
nastiest boss to date. 


OBJECTIVE 1 


OBTAIN THE BLUE KEY. 


@ From entrance A, turn right and head down the curved corridor to 
ring intersection B. 


@ Go up into the ring to ring intersection C. 
@ Enter the regular door into chamber D. 


@ Proceed up to the Blue key room (labeled E). Enter the room through 
one of the narrow passages along the walls. The Blue key is in an 
alcove at one end of the room. 


TIP: Destroy all the robots in this room before you retrieve 
the key. When you grab the key, a force field traps you in the 
alcove until you can trip the control panel in the secret area above. 
If the robots are still there, they'll pummel you until you can 
escape. 


@ Grab the Blue key and trip the control panel in the secret area above 
you to deactivate the force field. 





OBJECTIVE 2 


OBTAIN THE YELLOW KEY. 
@ Head back to chamber D and enter ring intersection C. 


@ Go through the Blue door 


nie Santen TIP this chamber is filled to 


@ Enter the chamber and the brim with robots. Pick off as 
take the Yellow key. many as possible from the door, but 
note that you will have to contend 
with some more after you enter. 


Til P: Secret Level 6 Access! There's a control panel 
in the trench at the bottom of chamber F that unlocks the 
secret door to Secret Level 6. When you trip the control 
panel, you'll need to use your afterburner to reach the door 
before it locks again. Load up on power-ups and blow up the 
reactor before returning to Level 24. 


OBJECTIVE 3 
OBTAIN THE RED KEY. 
@ Leave chamber F and reenter ring intersection C. 


@ Follow the other ring down to intersec- 


tion G. 
TIPS there is an 
@ Go around the curved corridor until you __ energy center opposite 
reach the Yellow door. the door. If your ener- 


@ Enter chamber I, blast the control panel ___9¥ is below 100, this 
at the end of the trench, and take the would be a good time 
Red key. to recharge. 
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OBJECTIVE 4 


DESTROY THE MINE BOSS AND ESCAPE. 


@ Go through the Red door and enter boss chamber J. 


Til P: You'll encounter a lot of resistance not only from the 
mine boss itself, but also the other robots in the chamber. Keep mov- 
ing. The boss robot packs twin Shaker Missile launchers that can dev- 
astate your craft instantly. Try to stay out of any confined areas 
because the Shaker Missile fragments on impact, and the missiles it 
throws off can be devastating as well. 


The mine boss is invulnerable—except for the glowing target on its 
backside. Because of the boss’s speed, however, it’s difficult to get 
around to its back. Your best bet is to grab one of the cloaking 
devices.stashed in the secret areas in the chamber, then sneak up on 
the boss and fire a missile at the target. Also, Mercury Missiles are 
easier to aim at a specific point because of their superior speed. 


@ When the mine boss starts its death roll, get out! 


@ Head through the Red door to entrance A. The exit is directly 
above you. 


Congratulations! You've defeated the robot menace once again! 
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SEGMENT CITY 


This is the first of six secret levels. There are no keys to find, only power- 
ups to grab and a reactor to destroy. Because you can reach Secret Level 
1 from Levels 3 and 4, you may want to leave the reactor intact if you 
enter from Level 3 so you can pick up more power-ups when you enter 
from Level 4. Also, before you destroy the reactor, make sure you scour 
the level for any power-ups. 


DESTROYING THE REACTOR 


@ From entrance A, go around the large 


square chamber to intersection B. TIP Grab the 

@ Proceed around the second square invulnerability power- 
chamber to the door at position C. up located inside the 
Note that the passage you used to energy center on the 
enter position C closes behind you, but left-hand side. 


the other passage remains open (unless 
you leave and enter again). 


@ Go through the door at position C and 


fly down the tunnel to a third square Ti P: The control 
chamber (labeled D). Then circle this panel in area C opens 
chamber to the far side. the door at area B. 


@ Go through the bottom door to enter 
reactor antechamber E. 


TIP: t you enter the door to area E and then exit again, 
the upper door opens revealing access to an extra life and other 
power-ups. 


@ Descend to the bottom of the antechamber and go through the down- 
ward shaft to upper reactor room F. The shaft locks shut behind you 
after entry. 





@ Your top priority is to trip both of the control panels located below 
the reactor (lower reactor room G). Panel five opens the ceiling of the 
reactor chamber so that you can escape, while panel six opens a 
secret door in chamber H. 


@ Blast the reactor until it starts to self-destruct. When explosions cover 
its surface, get out! 


@ Head up through the open ceiling into [OO 
chamber E. Be sure to pick up any stray © I Pi Do not use 
Mega Missiles. _ the teleporter in cham- 


@ Go back into the large square chamber ber E. Instead, go to 
and fly through the door (directly oppo- chamber H, where 
site the reactor door) into chamber H. inside you will find an 


extra life power-up in 
@ Trip the control panel in front of you. front of the teleporter. 
The force field in front of the teleporter _ 5 
shuts off. — 


@ Head up into the teleporter, grabbing the extra life power-up as 
you go. 
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HURDLE CHASE 


This secret level is as devoid of power-ups as the first secret level was full 
of them. Don’t waste your time looking for weapons, just blast through the 
enemy robots and destroy the reactor as quickly as possible. Watch out, 
though, because your enemies can be extremely fierce. You'll definitely 


need an invulnerability power-up; it’s located in the first corridor of the 
level. 


DESTROYING THE REACTOR 


@ From entrance A, enter 
the long corridor and turn 


s 
left into lower corridor B. TIP: Pees coer 


behind you. Behind it is a “droid and 
@ At point B, enter the top an extra life power-up. Blast the 
corridor (labeled C). robot and take the power-up. 
@ Go around the circular 
passage and continue into the reactor chamber 
(labeled D). Blast the reactor with some heavy firepower. 


@ When the reactor begins to self-destruct, get out! 


@ Turn around and go to the teleporter along the right-hand wall (just 
before you reach the circular passage). 
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MEPHISTO HARDCORE 


This secret level is chock-full of useful power-ups, including extra lives. 
Scour the entire area before destroying the reactor. As always, be prepared 
for heavy resistance. 


@ From entrance A, cross the large chamber with the lavafall in the cen- 
ter to room B. 


@ Follow the corridor around to the right, under the lavafalls, to the 
intersection at C and head up the shaft. 


@ The shaft ends in reactor antechamber D. 


@ Enter reactor chamber E via either the TIPS there isa 
vertical shaft or the curving corridor (both cloaking device in the 
are accessible from the lower level of the curving corridor lead- 
antechamber). ing from the upper 


" bet level of this chamber. 
@ Hit the reactor hard. There is little cover, Biss heuwallloucnihe 


so keep moving and neutralize any 
opposition before going for the reactor 
itself. 


left lavafall to reveal 
the corridor. 


@ When the reactor begins its self-destruct sequence, get out! 


@ Go back up to the antechamber D and enter the return teleporter in 
the upper level at position F (by the fans). 
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GALACIA CAVERNS 


The robots have hidden five hostages in a holding pen and it’s your job to 
find them... but you must destroy the generator first. It’s a race against 
time. You only have a few minutes to navigate this maze-like secret level, 
retrieve the hostages, and escape with your life. 


RESCUING THE HOSTAGES 
@ From entrance A, go into the reactor antechamber (labeled B). 
@ Blast the reactor. 


@ When the reactor begins to self-destruct, get moving. The door to the 
left of the reactor opens automatically. 


@ Head through the door 
and proceed to chamber C. TIP? you're feeling very 


@ Enter the twisting tunnel lucky, you may want to explore this 
and follow it to intersec- level for power-ups. 
tion D. 


@ Go through the secret door in the ceiling and go to point E. 
@ Go up through the shaft in the ceiling to corridor F. 


@ Continue along the corridor until you come to chamber G. 


TIP: You can also follow the glowing Red arrows to the 
hostages and the exit; however, this is a much longer path and you 
may not make it in time. 
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@ Go to the secret panel in the ceiling, which leads to the prison 


TIP: i you're running low on power, enter the chamber 
with the large energy center before proceeding into the prison 


@ Pick up the five hostages in the prison (labeled H). 
@ Return to chamber G. 


@ Take the downward shaft to position I, and take the teleporter back to 


Level 14. 


TIPE Make sure you take the extra life power-up from the 


alcove near the exit. 


Galacia Caverns 
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ASCENT LEVEL 1 


You can get a lot of power-ups from this level as long as you don’t get 
trapped. The critical path leads you to a lot of the power-ups while avoid- 
ing potential hazards. 


DESTROYING THE REACTOR 


@ From entrance A, fly through the door into the reactor chamber 
(labeled B). The reactor is positioned inside the large square pillar in 
the middle of the room. 


@ Head through the door into room C. 
@ Biast the left-hand control panel to drop the walls around the reactor. 


@ Fly up through the shaft in the ceiling, and follow it to the door at 
position D. 


@ Go through the door and up the shaft to the middle door into inter- 
section E. 


TIPE there is an extra life power-up in the ring-shaped corri- 
dor to the left of position E. The control panel in the energy center 
to the right of position E unlocks the door to this cache, but only 
for a short period of time. After you trip the control panel, use 
your afterburner to enter the doors before they can close. There 
are also many other useful power-ups in this area. 


@ Continue past intersection E to the end of the hall at position F. Pick 
up the invulnerability power-up on your way. 


@ Go through the left-hand door and follow the shaft down to room G. 





@ Trip the control panel to unlock the & ae 
doors that lead back to the reactor TIP: : some 


chamber. running low on shields, 


@ Head into the central chamber (labeled you can pick up a 
H) and head toward the left-hand shaft. shield power-up inside 
There is an extra life power-up behind each of the four shafts 
a secret panel here. that lead back to the 


@ Fly down into reactor chamber B and reactor chamber. 


blast the reactor. 


@ When the reactor begins 


t, get out! 
Boi eae CaN THBP The downward shaft in 


@ Go back to chamber C area C opens when the reactor self- 
and fly through the tele- destructs. Inside the shaft is an extra 
porter, life power-up and an invulnerability. 


TIPE vou have some extra time to escape this secret level. The 
area at the bottom of the shaft has many useful power-ups. You can 
explore it before making your escape. Remember that there is also a 
teleporter in this area just in case time gets short. 
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CHAIN REACTION 


The reactors in this secret level are different from any others you have 
encountered. After destroying the primary reactor, blasting each subse- 
quent one delays the primary reactor’s self-destruction. This gives you 
more time to destroy the others. There are a lot of useful power-ups in 
plain sight. Make sure you grab the Mega and Shaker Missiles, because 
you will need them against the boss robot when you return to Level 24. 


WARNING! Do not use cheat codes in this secret level. Doing so elimi- 


nates all of the reactors except the primary one, making it impossible to 
complete your mission. 


DESTROYING THE REACTORS 


@ Destroy the reactor at entrance A. This unlocks the door leading to 
the other reactors. 


@ Proceed into chamber B and explore the mine while blasting the 
remaining reactors. 


TIP Donot try to find power-ups until the last reactor has 
been destroyed. By that time, you should have enough time built 
up on the self-destruct clock to make a thorough search of the 
level. 


@ When the last reactor has been destroyed, make your way to one of 
the many teleporters to transport back to Level 24. 
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CHAPTER 





DESCENT II CHEAT 
CODES 


As with any popular PC game, the availability of cheat codes provides a 
new level of playability. The codes for Descent II won't let you down. 
Whether it’s “Invulnerability” or “All Weapons,” the cheats listed below will 
give you an edge. 

To enable the codes, type in the appropriate word at any time during 
gameplay. Note: The cheat codes only work in single-player mode. 


Code Result 


ALMIGHTY Invulnerability; can’t die (lasts for 15 minutes per use) 


BITTERSWEET Warped screen * 
effect; provides 
a wide angle 
view of the mine 


GOWINGNUT Guide ‘Bot lobs 
random missiles 
at enemy ‘bots 





Invulnerability is activated! 








Code Result 








GODZILLA Kill robots easily by running into them 


SPANIARD Mass Destruction 
1st use: Kill all 
robots in mine 
2nd use: Kill boss 
robot or Guide 
Bot if no boss 





3rd use: Kill 
Guide "Bot 
ALIFALAFEL Receive all acces- 
eons Mass destruction—no more pesky robots 
LPNLIZARD All weapons acquire 
homing capability 
FREESPACE Warp to any level, but not secret levels 
PIGFARMER Some guy's picture (shrink screen to see) 
Shift+Alt+F4 Change Guide ‘Bot's name 





OTHER CODES 


Not enough codes? Well, here are a few more to get you through these 
incredible 3D worlds. 


SETTING HANDICAP LEVEL 
In a multiplayer game, press F8 and then type the following: 
handicap:XX (where XX equals the number of shields, 10-100) 


From that point on, you only receive that amount of shields at the begin- 
ning of a level or when you die and return to gameplay 
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GuiIDE ’BoTt ORDERS 


You can even order your Guide “Bot to undertake certain tasks. Hold Shift 
and press F4 to bring up the Guide ‘Bot commands. Then, press the 
appropriate number to tell the Guide "Bot what to do. For example, press- 
ing Shift + # (where # is a number on the Guide ‘Bot menu) instructs the 
Guide "Bot to perform that command without needing access to the menu. 


EveEcTtT WEAPONS 


If during battle you decide you want to eject your weapons, hold Shift and 
press F5 (for primary guns) or F6 (for secondary guns). 


DESCENT II FACTS 
The following are a few little-known facts about the game. 

@ Invulnerability and Cloak last 30 seconds. 
Smart Mines explode after 35 seconds. 
Proximity Bombs blow up after 35 seconds. 
Guided Missiles explode after 20 seconds. 
Afterburner wears off after 4 seconds. 
Afterburner takes 10 percent energy to recharge. 
Flares lose brilliance after 5 seconds. 
Effects of a direct hit from a Flash Missile last 7 seconds. 


Most doors close after 6 seconds. 


Hostage doors take close to 100 percent damage to open. 


Ever wonder how helpful the Shield Orbs and Energy Stars actually are? 
Shield Orbs boost your ship's shields, while the Energy Stars increase your 
energy banks. The following info shows the percentage increase that 
occurs after you pick up one of these items. The following table refers to 
both the Shield Orbs and Energy Stars. 
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Level Boost 


Trainee 27 
Rookie 15 
Hotshot 12 
Ace 9 
Insane 6 


WEAPON STATS 


Refer to the following tables to see how much damage each weapon 
inflicts on a target. 


Weapon Damage 


Flares 1 


LASERS (PER BOLT) 
Level Damage 


9 
9.5 
10 
11 
12 
13 


*Quad Lasers fire four bolts of the strength listed under the Laser. 


no PF wn 
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GUNS 





Type Damage 

Vulcan Cannon 7 per burst 

Spreadfire 9 per ball (fires three balls) 
Cannon 

Plasma Cannon 12 per ball 

Gauss Cannon 13 per ball 

Helix Cannon 9 per ball (5 per shot) 
Omega Cannon 100 (full charge) 

Fusion Cannon 16-32 per bolt 
MISSILES 

Type Damage 

Concussion 25 

Flash 8 

Homing 30 

Guided 48 

Proximity 25 

Bombs 

Mercury 42 

Mega 200 

Earthshaker 200+, 200+ projectiles 
Enemy Mines 23 

Smart Mines 50 impact; 25 per ball (6) 
Smart Missiles 20 impact; 35 per ball (6) 





Note: The difficulty setting also affects the damage of secondary weapons. 
The values shown here are at the Ace level of difficulty. 
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MULTIPLAYER GAMING 


Perhaps you've destroyed the big boss at Tycho Brahe and need a new 
challenge. Or, maybe you need some help even getting to Tycho Brahe. 
Descent II has a multiplayer mode that enables you to fly with, or against, 
other players using a modem or local area network. This chapter covers 
the basics of connecting with a modem or network, strategies and tactics 
of multiplayer games, and troubleshooting multiplayer connections. 


You can also play Descent II across a null-modem link. This method is very 
similar to playing over a modem and will be covered in the modem sec- 
tions. Any differences between a modem and null-modem game are noted 
accordingly. 


MULTIPLAYER BASICS 


Multiplayer games are scored by kills—the more kills, the higher the score. 
When the reactor is blown up, the mine begins its self-destruct countdown. 
Any player who makes it out of the mine retains his weapons and power- 

ups. In addition, surviving players are given a full 100 shields at the begin- 
ning of the next level. Players who do not escape and die in the mine start 
the next level with Laser Level Is only. 





Secret levels are inaccessible in multiplayer games. Also, on levels where 
you would find a boss in normal play, you will find a reactor (nearby) in 





multiplayer mode. (Cooperative mode is the exception to the bosses rule. 
The normal bosses appear in the normal areas in Cooperative play.) 


In all games except for Team Anarchy, different colors are assigned to 
each ship. The colors match the color used in the scoring display at the 
bottom left corner of the HUD. In Team Anarchy games, only two colors 
are used—red and blue. 


Each player has unlimited lives in multiplayer 


games. When a player is killed, his ship TIF Don't rush 
explodes, scattering his power-ups and into the floating debris 
weapons. Other players (usually the player too quickly—some- 
who killed him) are then free to pick up the times an active mine is 
equipment. When a player leaves a multi- left behind where the 
player game, his power-ups are scattered player was killed! 


and his ship disappears. 


There is.a finite number of weapons and power-ups in each 

level. If there is only one Plasma Gun in the level and Panther picks it up, 
no other player can have a Plasma Gun unless he kills Panther and picks it 
up. (This doesn’t include any weapons that players carried with them from 
a previous level.) Shields and energy power-ups do not regenerate; once 
they are picked up, they are gone. However, each time a secondary 
weapon is fired, another weapon of that type is generated at a random 
location in the mine. 


In a Cooperative game, the killed player starts again at the entrance to the 
mine. In any other mode, the player starts at a random location some- 
where in the mine. 


Between levels, Descent II displays each player's current score. In network 
games, if you survive a level by exiting, the status of the mine (including 
self-destruct countdown time) is also shown on the scoring screen. 


All players must press a key to exit the scoring screen before the next level 
can begin. If the game stalls for a long period of time, the host can jump- 
start the game by pressing Esc and choosing Force Game Start. 


Also, although you can access most of the menus while in a multiplayer 
game, this does not stop the action. Your ship remains vulnerable! Make 
sure you are in a safe place while accessing the menus. 





MULTIPLAYER MODES 
Descent supports five types of multiplayer games, as outlined below. 
@ Anarchy 


Anarchy mode puts you against the other players in a free-for-all 
shoot out. Scoring in Anarchy is by kills. Each time a player kills 
another player, his score increases by one. If a player accidentally kills 
himself (fires a missile into a nearby wall, runs into his own mine, and 
so on), his score decreases by one. 


In this mode, there are no robots in the mines. 
@ Robo-Anarchy 


This mode is exactly like normal Anarchy except that the mines are 
populated with enemy robots. The robots attack any player in sight 
and function exactly like the robots in normal play. If a player is killed 
by robots, his score decreases by one. 


@ Team Anarchy 


Team anarchy allows you to segment the players into two teams—red 
and blue. Each player has a ship color corresponding to his team’s 
color. Killing members of the opposite team increases the team’s 
score by one, while killing members of the same team decreases the 
team’s score by one. (Look before you shoot in this mode!) 


@ Cooperative 


This mode allows you to team up with other players and fight against 
the enemy robots. Gameplay is exactly like normal Descent, except 
that each player maintains his or her own score. 


The maximum number of players in a Cooperative game is four. 
@ Capture the Flag 


Capture the flag is new to Descent II. This mode functions like Team 
Anarchy, but with a new twist. In each level, two colored flags are 
randomly placed. The colors of the flags correspond to the two team 
colors. Besides the normal one point gained for kills, teams can gain 
five points by taking the opposing team’s flag to their team’s base. 


You pick up a flag by simply running into it. When you pick up a flag, 
it is announced to the other players and a small flag icon appears on 
your HUD. 
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Note that you cannot pick up your 
own team’s flag. Once you have the 
flag, you need to return it to your 
team’s base, which appears some- 
where in the level. Bases resemble 
colored energy centers, and the col- 
ors correspond to each team. 


When you enter the base area, your 
team is rewarded with five points, and 
the enemy team’s flag is again ran- Scoring zones resemble colored energy 
domly placed in the level. centers. 





In all modes except Cooperative, 
players are given all the access cards 
at the beginning of the level, allowing 
movement anywhere at any time 
without the need for access cards. 


UNDERSTANDING 
HOSTS AND 
GUESTS 


Each multiplayer game of Descent II requires one player to act as host to 
the other players, who become guests. The host of each game sets up the 
parameters that the game will be played with. The guests cannot change 
the parameters of the game but can decide whether they want to play 
using the host's parameters. 





Flags can be seen for quite a distance. 


Descent supports up to 12 simultaneous games on each network socket 
By default, Descent uses a socket of 5110. To change the socket the host 
uses the Socket option when defining a game. Guests then need to press 
PgUp and PgDn from the Join game screen to find the game on the new 
socket. 
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There are a series of commands and keyboard controls that work only in 
multiplayer games. 


MESSAGES AND TAUNTS 


It is possible to send messages to other players in a multiplayer game. To 
send a short text message to all players, press F8, type your message, and 
then press Enter. The message appears on all other players’ screens. 


To send a message to one player in particular, start the message with the 
player's name and a colon. For example, sending the message: 


Hijack: Nice shot! 


causes the message “Nice shot!” to appear on Hijack’s screen only. 


You only need the first few unique characters in a player's name to send a 
message to that player. For example, if Hijack were the only player with a 
name starting with “H,” the above message could have been sent to him 
by typing: 

H: Nice shot! 


If more than one player’s name has the characters you use, all the corre- 
sponding players will get the message. For example, if Harold were also 
playing with you and Hijack, “H:” would send to them both while “Hi:” 
would send the message only to Hijack. 


You can add players’ names to your messages by using a dollar sign where 
you want the name. For example, sending “Nice shot $!" would display 
“Nice shot Hijack!” on Hijack’s screen, but “Nice shot Harold!” on 
Harold’s screen. 


You can use the colon prefix method to send a message to all members of 
a particular team. Prefixing a message with “1:” sends the message to all 
team 1 members; prefixing with “2:” sends to members of team 2. 


Multiplayer games also allow taunts to be sent to other players. Taunts are 
short messages that vou intend to use over and over again to “taunt” other 
players. Such messages could include: “You'll pay for that!”, “Don’t you 
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wish you were this good?”, and “Thanks for all the stuff!”. Taunts differ 
from F8 messages in two ways: they are predefined, and they are sent by 
a single keystroke. 


To send a taunt, press one of the F9-F12 function keys. Each key sends a 
different taunt. To define a taunt, hold down Shift and press the function 
key of the taunt you want to change. type the taunt, and then press Enter. 


TEAMMATE ID 


Pressing Alt+F6 in a netgame toggles teammate IDs on and off. When 
active, this feature causes your teammates’ (or cooperative partners) names 
to appear by their ships when they are in sight. 


The “Show All Players on HUD” option causes all players’ names (not 
just teammates) to be displayed, and Alt+F6 turns the all name display on 
and off. 


MARKER CAMERAS 


Markers can be used as cameras in multiplayer games. When you drop a 
marker, you can switch to a camera view showing what the marker can 
see. Press Shift+F1 or Shift+F2 to change one of your displays to the 
marker view. Note that the marker looks the direction and orientation 
(right-side up or upside down) that you were flying when you dropped it— 
you cannot change its view. In addition to providing a camera view, the 
marker functions like a marker in a normal game. 


Only two markers per player are allowed in a multiplayer game. Also, the 
host has the option of disabling cameras when he sets up a network game. 


KILL LIST DISPLAY 


Pressing F7 toggles the kill display (lower left of HUD) on and off. In team 
games, pressing F7 toggles the display between Player Kills, Team Kills, 
Efficiency Scores, and no display. 


Efficiency scores, also shown at the end of each level, are defined as 
Kills / (Kills + Deaths). 
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HANDICAPPING 


Players can elect to handicap themselves by sending a message “handicap: 
###° where ### is the amount of shields to start with. The player then 
starts each level (or comes back after being killed) with that number of 
shields. 


Note that you cannot give yourself more than 100 units of shields using 
handicapping. 


ACCEPT PLAYER ENTRY/ASSIGN TEAM 


If a game is set up as a restricted game. the host receives a message when 
another player attempts to join the game in progress. If the host does 
nothing, the player is denied access to the game. If the host wants the 
player to join, he should press F6 to allow the player in. 


In team games, the host should use Alt+1 or Alt+2 to let the player in the 


game. Pressing Alt+1 assigns the new player to team 1; pressing Alt+2 
assigns the new player to team 2. 


DROPPING THE FLAG 


In Capture the Flag games, you can drop the flag you are carrying by 
pressing Alt+0. This action actually gives the flag a bit of forward momen- 
tum from your ship; use this to “toss” the flag to another player, behind an 
obstacle, and so on. 


PAUSING THE GAME 


It's not possible to pause a netgame. Pressing Pause brings up a screen 
showing various information about the game in progress. Note that the 
game is not paused, and you are still vulnerable to attack. Press Esc to 
return to the game. 


SAVING AND RESTORING COOPERATIVE 
GAMES 


You can save and restore Cooperative games. Any player can press Alt+F2 
to save a game in progress or Alt+F3 to restore a game. (Note that any 
player can save or restore, regardless if he is a host or guest.) 
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DIFFERENCES IN NETWORK AND 
MODEM PLAY 


Although you can play Descent II across a modem or network, there are a 
few differences in how the game operates. These differences are covered 
below. ; 


@ Modem games support two players only; network games support up 
to eight players in the same game. 


@ Modem games do not currently support Capture the Flag mode. A 
future patch for Descent II will allow Capture the Flag to be played 
over a modem. 


@ Network games can be joined and left by players while the game is in 
progress. 


@ Network games allow for a higher degree of customization, including 
changing the time the reactor is invulnerable, making the reactor 
automatically explode at a given time, and setting kill goals. 


PLAYING OVER A NETWORK 


Descent II requires an IPX-compatible network for multiplayer games. To 
play over the network, select Multiplayer from the Main menu, and then 
choose either Start an IPX Network Game or Join an IPX Network Game 
from the Multiplayer menu. 


Descent II attempts to detect a network when you choose Multiplayer 
Game. If it detects a network, you are given the chance to choose between 
a Network or Modem/Serial game on the next menu. If Descent cannot 
detect a network, you cannot choose Start or Join Netgame. 


Descent II only needs drivers up to the IPX level to connect on a network; 
NETX drivers are not necessary. However, if any player runs NETX then 
all players should run NETX, or errors during the game might occur. 
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HOSTING A NETGAME 


pescmprion: 
To host a netgame, choose Start fee 
an IPX Network Game from the oprions: 
Multiplayer menu. Next, select the Ofeae miamchy 
be OROBO- 4N4RCHY 

level you want to play from the list CCOOpERATWE 

: OCAPTURE THE FLAG 
provided. You then need to set up ead 
the options for the game. OCLOSED GAME 


ORESTRICTED Game 
The host of a netgame has many 
options at his control. Each of the 


options is discussed in the following The Netgame Setup menu enables the 
host to set several options. 








sections. 

DESCRIPTION AOBITIONAL WETGAME OPTIONS 
eae Om Lire: oun 

Use this option to set how you want hua tome uae 
Lo 


the game name to appear on the 
Join Netgame screen. By default, it is 


a sat | x SHOW ALL PLAVERS On 4u 
ps set to Player’s Game, where Player je ry TOMA 
is your pilot name. Note that there Sis 
cannot be more than one game with RACKETS PER SECOND (2 - 20) 
+) 


the same name in play at one time 





The Additional Netgame Options menu 
LEVEL contains even more netgame settings 


for the host to select 


This sets the starting level for the 

netgame. The prompt above 

the field shows you the valid 

levels you can enter. TIP: Try building an actual 
NOTE: Unlike the first description of the game into your 
description. For example, if you are 
playing with Invulnerability Spheres 
disabled, use a description such as: 
“Panther’s Game—No Invuln.” 


Descent, you cannot play mul- 
tiplayer games on the secret 
levels; the teleporters to those 
levels have been disabled in 
multiplayer games. 
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OPTIONS 


The options control which mode the game is played in, and they control 
the restrictions on the number of players. 


Pick one of the modes (Anarchy, Team Anarchy, Robo-Anarchy, 
Cooperative, or Capture the Flag) and one of the restrictions (Open, 
Closed, or Restricted Game). 


Open games can be joined by anyone—up to the maximum players setting 
or a game maximum of eight. 


Closed games cannot be joined by anyone who wasn’t accepted by the 
host when the game started. 


Restricted games can only be joined by players the host approves. When a 
player attempts to join a game in progress, the host receives a message 
and is given the chance to approve the new player. Approval is given in 
Team Anarchy mode by assigning the new player a team (pressing Alt+1 
or Alt+2); in any other mode, approval is given by pressing F6. 


You can also use the Maximum Player slider to control how many total 
players will be allowed in the game, whatever the mode. 


REACTOR AND LEVEL TIME CONTROLS 


The second page of options includes controls for difficulty, reactor times, 
and kill goals. 


The difficulty slider affects the level of Al in the robots (Robo-Anarchy 
only), the firepower of the reactor, the amount of shields and energy per 
power-up, and the amount of time before the mine explodes when the 
reactor is destroyed. The leftmost setting is easy, the rightmost, difficult. 


The Reactor Life slider controls how tong the reactor will be invulnerable 
on each level. Use this setting to specify a minimum amount of time that 
will be spent on each level. For example, if you wanted to play on each 
level for at least five minutes, set this slider to 5 min. 


The Max Time slider controls 
the maximum amount of time 
you can spend on each level 
before the reactor self-destructs. 
If you wanted to limit every 
level’s playing time to 10 min- 
utes, set this slider to 10 min. 


TIP: tr you want to set a 
definite time to play on each level, 
set both the Reactor Life and Max 
Time sliders to the same value. 
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After playing on the level for 10 minutes, the reactor will self-destruct and 
you will have the default amount of time to get out of the mine. (If the slid- 
er is set to 0 min, the reactor will not self-destruct.) 


If you set kill goals, each level will end when a player or team reaches the 
specified goal. (The level will still end if the reactor is destroyed.) Whichever 
player makes the goal is instantly given 200 shields. 


MISCELLANEOUS OPTIONS 


There are six options on the Additional Netgame Options menu that 
enable the host to customize the game. 


The Allow Camera Views From Markers option controls whether camera 
views can be seen from dropped markers. 


The Indestructible Lights option controls whether lights can be destroyed. 


If the Bright Player Ships option is set, player ships appear slightly brighter 
in dark hallways. 


The Show Enemy Names on HUD option controls whether other players’ 
names appear by their ships when they are in your sight. If this option is 
set, a set of brackets is displayed around any ship in your field of view, 
even if it is cloaked! You can turn this feature off (for your ship) by pressing 
Alt+F6 in the game. 


The Show All Players on Automap feature determines whether you can 
see other players’ ships on the automap. 


The Show Enemy Names on HUD and Show All Players on Automap 
options can be used to make finding and targeting other players much eas- 
ier. These options are not recommended for experienced players. 


The Set Objects Allowed 


option lets the host determine Ti PE tts impossible to tell from 
which weapons and power-ups the Join Game screen if any of these 
will be available in the game. @ptions are.on,, Meaecommendad 
Selecting this option displays that you fry each option (target 


another menu that lists the var- another player, and then turn on 
ious power-ups and weapons. 


automap) quickly after joining a 
Place a check mark next to game to figure out what you are up 
the objects you want to allow, against 
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and remove the check marks from the objects to disallow. Disallowed 
objects will appear as shield power-ups in the levels. Press Esc to return to 
the Options menu. 


NETWORK OPTIONS 


The last three options on the Additional Netgame Options menu control 
how Descent interacts with the network. 


Setting Short Packets makes Descent II communicate over a network using 
shorter packets. Although this will improve performance on heavily loaded 
networks, it also will affect how smooth the players’ ships move. 


Network Socket controls the socket used by Descent II to communicate to 
other players. Note that this number is relative to the default 5110; that is, 
entering 3 means that Descent II will use a socket of 5113. Players who 
wish to join a game with a different socket must press PgDn and PgUp at 
the Join Game screen to find the game. 


The Packets per Second option controls the number of packets per second 
that Descent uses to communicate to the other players. Setting this num- 
ber higher can decrease errors (ships jumping around, hits not registering, 
and so on) or smooth out performance. Note that this improvement is at 
the expense of increased network traffic and can affect other non-Descent- 
playing users. 


STARTING THE GAME 


Once all the options are set, press 
Enter at the Netgame Options screen B ren 
to start the game. Descent Il displays 
the following screen to wait for other 
players. 


eb uote aye nees \" 


ER TO BEGIN. 


Le 
Ress 


Once the desired number of players is 
shown, press Enter again to begin the 
game. Note that the Accept Players 
screen allows up to 12 players to be 
shown. Remove the check mark next 
to the players you don’t want in the 
game before pressing Enter. 





Wait for other players to join your 
game and be added to the list 
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TEAM SELECTION 


For team games, the host must complete one more step—assigning teams. 
Before the game begins, all active players are displayed along with the 
default team names (Red and Blue). To change a player's team, highlight 
the player's name and press Enter. The player is moved to the other team. 


To change the default team names, highlight the team name and type the 
new name. 


Choose Accept to start the game when you are satisfied with the teams. 


To leave a netgame, press Esc and choose Yes from the prompt. This 
removes you from the game—but if there were any other active players, 
the game continues without you. You can choose Join an IPX Network 
Game from the Multiplayer menu to reenter the game. 


JOINING A NETGAME 


To join a netgame, choose 

doin an IPX Network Game TIPE Because you can'étell 
from the Multiplayer menu. A which,options afe active ine 

list of games on the current netgame from the Join menu, you 


socket is displayed. Highlight might want to message another play- 
the game you want to join and ‘ox Shetek. 


press Enter. When the host is 
done selecting players and 
teams, the game begins. 


If you are looking for a specific game and it is not shown on the list of 
active games, try pressing PgUp/PgDn to look on other sockets. 


The PgUp and PgDn keys on the number pad may not work for this func- 
tion. Use the dedicated PgUp and PgDn keys between the alpha keyboard 
and the number pad. 


To leave a netgame, press Esc and choose Yes from the prompt. You can 
choose Join an IPX Network Game from the Multiplayer menu to reenter 
the game. 
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PLAYING OVER A 
MODEM/SERIAL LINK 


Setup and play over a modem link is easier than with a network link, but it 
is also more limiting. Modem links do not support the multitude of options 
that network games do. 


To connect via a serial link, you need to have two computers fairly close to 
each other and a “null-modem” cable connecting their serial ports. 


Do not try to play Descent II by connecting the computers with a “straight- 
through” serial cable—only a null-modem cable works. Adapters are avail- 
able to convert straight-through cables, if so desired. Visit your nearest 
computer store or Radio Shack for help in selecting the right cable(s) to 
connect your computers. 


To connect via a modem, both players must have at least a 9600 baud 
modem (28,800 baud highly recommended), and should have a 16550 
compatible serial port. Serial ports that use 16550 chips minimize data 
loss, allowing for smoother play. 


If you are unsure about your serial port and are running a DOS version 
between 5.0 and 6.22, try running MSD from a command prompt. When 
the menu appears, choose COM ports and look at the UART Chip Used 
line. 


If you are running Windows 95, open the System folder from the Control 
Panel and choose the appropriate COM port from the Device Manager 
tab. Click the Properties button and then choose the Port Settings tab from 
the Properties dialog box. Click the Advanced button and check the status 
of the “Use FIFO Buffers” check box. If it is checked, you have a 16550 
compatible serial port. 


For games over a modem, one player must call another. The calling player 
becomes the host while the answering person is the guest. Serial games 
rely upon who is faster at the menus—whoever chooses Establish Null- 
Modem Link first becomes the host. 


Whether you are connecting via modem or serial link, the first step is to 
configure your serial port. If you are using a modem, you then must config- 
ure a number to dial, or you must set up your modem to answer. Serial 
links can be established immediately. Read the appropriate sections that 
follow to begin a game. 
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CONFIGURING YOUR COM PORT 


To configure your communications 
(COM) port, choose Multiplayer from _" SERLAL SETTINGS L 
the main menu. From the Multiplayer 
menu, choose Modem/Serial Game 
and then choose COM Settings. The 
Serial Settings menu enables you to a 
choose a standard serial port Sime ln geal Baad 
(COM1-4) or define custom settings 

(port and IRQ 2-7). 


If you are unsure of what your COM 

i The Serial Settings menu enables you 
port settings are, check out MSD (DOS. y cusromize your COM port 
5.0-6.22) or the Control Panel System 
folder (Windows 95). 


Set the baud rate as high as possible. If you do not have a 16550 COM 
port, set the baud rate to 9600. If you do have a 16550 COM port, try 
setting the baud rate to 38400. You may have to drop the rate down to 
19200 if you have a 9600 or 14400 baud modem. 


Pig 
ACCEPT ano save 





Set UP YOUR PHONEBOOK 


If you are playing over a modem and choose to be the caller, you need to 
tell Descent II what telephone number to dial. You can either enter it man- 
ually (choose Dial Modem, Manual Entry from the Serial/Modem Game 
menu) or enter it into the Phonebook where you can use it again later. 


To enter a number in the Phonebook, choose Dial Modem, Edit 
Phonebook. Descent II gives you eight entries to choose from; highlight 
the one you want to use and press Enter. Type the number you want to 
dial (include any prefixes for getting an outside line, if necessary) and then 
press Enter. 


CONNECTING VIA MODEM 


To dial a number, the caller should choose Dial Modem from the 
Serial/Modem menu, highlight the entry he wants to dial, and then press 
Enter. Meanwhile, the player who answers should choose Answer Modem. 
Once the modems connect, both players should choose Start Game. 
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Descent Il offers a Send Message menu choice, which enables the players 
to send short messages back and forth to each other. 


The host player can then choose from a list of levels and set up the 
options for the game from the Serial Game Setup menu. (See the section 
“Setting Up a Serial Game” later in this chapter.) 


Both players need to have the level selected on their respective computers 
If the quest player does not have the level the host selects, Descent II 
responds with an error. 


CONNECTING VIA NULL-MODEM LINK 


To connect via a null-modem cable, first ensure that the two machines are 
connected by the appropriate cable. Then both players should choose 

Establish Null-Modem Link from the Multiplayer menu. The first player to 
choose this option becomes the host; the other player becomes the guest. 


The host then chooses from a list of levels and sets up the options for the 
game from the Serial Game Setup menu (see the following section). 


SETTING UP A SERIAL GAME 


From the Serial Game Setup menu, 


; ih) pa | 
the host needs to set the options as pee, Lo 
; ; Same Sey 
described below. After setting the Ride head 
options, press Enter to start the 
game. OCOOpERsT WE 
DIFFICULTY: 
To end a game, either player can OMARKER CAMERA VIEWS 
press Esc and choose Yes from the OeNOOkE OBECTS ALLOWED 


OSHOW JLL PLAVERS ON sUTOMAP 


End Game confirmation prompt. 





LEVEL The Serial Game Setup menu enables 
the host to configure the game. 
Enter the level you want the game to 


start on. The range of acceptable entries appears above the entry box 


GAME MODE 
Choose Anarchy, Robo-Anarchy, or Cooperative 


Future updates of Descent II will include Capture the Flag mode over a 
serial and modem link. 
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DIFFICULTY 


The difficulty slider affects the level of Al in the robots (Robo-Anarchy 
only), the firepower of the reactor, and the amount of time before the mine 
explodes when the reactor is destroyed. The leftmost setting is easy, the 
rightmost, difficult. 


OBJECTS ALLOWED 


The Set Objects Allowed option lets the host determine which weapons 
and power-ups will be available in the game. Selecting this option displays 
another menu that lists the various power-ups and weapons. Place a check 
mark next to the objects you want to allow, and remove the check marks 
from the objects to disallow. Disallowed objects will appear as shield 
power-ups in the levels. Press Esc to return to the Options menu. 


MISCELLANEOUS OPTIONS 


The Marker Camera Views feature controls whether camera views can be 
seen from dropped markers. 


The Indestructible Lights option controls whether lights can be destroyed. 


The Show All Players on Automap option determines whether you can see 
other players’ ships on the automap. 


PLAYING DESCENT OVER 


THE INTERNET 


You can play Descent II over the Internet, . F 
with or against other Internet users world- TIPS This book 


wide. The advantage to this option is two-fold: eee 


the Internet using Jay 


@ Internet connections are very economi- Cotton’s Kali software. 
cal. Usually you pay a low monthly fee Although other options 
for many hours of access. exist, none are as pop- 


ular or have the advan- 
tage of being tested by 
Interplay. 


@ Using special software, your computer 
can connect to the Internet and treat it 
like a large local network. This allows 
you to play network multiplayer games 
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with up to eight opponents (versus two 


opponents through a modem or null- TIP Users with 


modem connection). a shell account only 


can also use Kali. 
However, the process 
is a bit more involved 
and additional software 
is required, Most 


To play Descent II over the Internet, you need 
to have a high-speed SLIP or PPP connec- 
tion. Although a 14400 baud serial connec- 
tion will suffice, the game runs much more 
smoothly on a 28800 connection or dedicat- 


: : Internet providers offer 
ed line (56K or T1 line). SLIP or PPP’connec- 
The steps to connect Descent II on the tions at very reason- 
Internet are simple: able rates; sometimes 

1. Connect to your service using a special discounts are available 
dialer or DOS communications soft- if you already have a 
ware. If you are on a dedicated line, shell account. (Some 
you can skip this step. providers offer a SLIP 

and sell account for 


Most Windows telecommunications soft- 
ware will not work. You must use a 
software package that allows you to exit 
and leave the line connected. Most Windows 

software uses special drivers that close 

the port when you leave the software or a a 
exit Windows. TIPS kaiiis 


one price.) 


shareware. The pub- 


2. Runa DOS packet driver for your licly available evalua- 
connection. tion copy allows you to 
3. Run Kali. connect online for 15 


minutes before you are 


Kali emulates an IPX driver enabling disconnected. 


IPX capable multiplayer games to play 


over TCP/IP connections. Registration of Kali 
($20) removes this 


restriction. See the 
documentation in the 
Once connected, play is identical to the Kali package for infor- 
Network section described earlier. mation on registering 
Kali. 


4. Run your game and connect to other 
players using the Network Play options. 


day Cotton, the developer of Kali, has put a 
lot of work into assembling documentation 
for connecting to the Internet. The first step 
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to getting online with Descent II is to get his Kali software and documenta- 
tion. Many of the supplemental programs are also available on his Internet 
FTP site. 


To get the Kali software, use one of the following methods: 

@ On the World Wide Web, visit http://www.axxis.com /kali/. The 
Kali home page includes the latest information on Kali and enables 
you to download the latest version. 

@ FTP to ftp.axxis.com and change to the /pub/kali directory. 
Download the latest Kali ZIP file. 

@ Read the KALI.DOC text file included with the Kali package for 
detailed information on getting up and running. 

At the time of this writing, Jay Cotton was putting the finishing touches on 


Kali for Windows 95. This update to Kali enables you to play Descent II 
over the Internet from within Windows 95. 


MULTIPLAYER TIPS AND STRATEGIES 


Multiplayer Descent Il games differ considerably from single player games. 
You will find that the strategies and tactics you use against the robot Al 
won't work as well against human opponents. 


This section breaks down strategies into applicable sections by game mode. 
Read the appropriate section for tips on the game you are playing. 


Note: In the original release version of Descent Il, the Mega Missile dam- 
age has been inadvertently decreased in multiplayer games. A patch file 
that fixes this problem should be available on most online services soon. 


COOPERATIVE TIPS AND STRATEGIES 


@ Teamwork, teamwork, teamwork. Although everyone is given a sepa- 
rate score, the object is still to get through the levels alive. Don't get 
greedy, and share the weapons and power-ups equally, paying partic- 
ular attention to team members who are low on shields or energy. 

@ If possible, play in an area that allows all players to communicate via 
voice. Talk to each other and plan out strategies before you act. 


@ “Cover me!” Work together to eliminate each alien threat. There are 
several tactics you can utilize, including “Bait & Switch,” “Decoy,” 
and “Firepower.” 
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Bait & Switch draws the aliens into a no-win firefight. Have one play- 
er move through an infested area and get several robots to follow him 
back to where the rest of the team is waiting to annihilate them. 


Decoy is similar to Bait & Switch except that the decoy player stays 
out in the open drawing the robots’ fire. The rest of the team can 
then fire at the robots with little fear of return fire. 


Firepower is the tactic of bringing all guns to bear on a single target. 
Even the larger robots cannot last long under the massive firepower 
four team members can pump out. 


@ Designate a hostage carrier. Pick one team member to carry the 
hostages to safety. Endeavor to keep that team member safe from 
harm. If scoring is an issue, alternate this duty each level. 


@ Share weapons. Players should use the drop weapons key 
(Shift+F5/F6) to spread the firepower among the group. 


@ Split up to achieve multiple objectives. 
If there are several objectives to achieve, 
consider splitting up into smaller teams TIP: Although 
to achieve them. Remember that each 
team member needs to retrieve each 
key in order to open coded doors them- 
selves. However, one team member can 
open a door for the entire team. 


you can split up, there 
is always safety in 
numbers! 


ANARCHY AND TEAM ANARCHY 
TIPS AND STRATEGIES 
@ Vary your strategies. The robot AI may not learn your techniques 


quickly, but a human opponent will! Don’t do the same thing or go to 
the same places all the time. 


@ Be stealthy. All too often a player charges headlong into a room only 
to be greeted by the business end of a Mega Missile! You should open 
doors (with flares) that you have no intention of going through, sit still 
in a dark area and watch for opponents, and so on. 


@ In Team Anarchy games, combine these strategies with the 
Cooperative game strategies. 
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@ Listen. Your ears can tell 


you a lot about what is TIPS Listen for players pick- 
song on around you. F ing up Invulnerability Spheres. If 
Listen for power-ups being you hear this sound, hide out or 
picked up, energy centers run until you hear it wear off. 
being used, doors opening. Likewise, when attacking an 
opponent you should listen to the 
sounds of your weapons hitting 
his ship; invulnerable opponents 
make a distinct sound when hit. 


@ Watch your back. Keep 
one display turned to the 
rear view or use the R key 
periodically to watch for 
opponents behind you. 


@ Use missile cams as 
scouts. 


TIPS The Vulcan and Gauss 

@ Use the drop weapons guns do not leave trails through the 
keys to create an emer- mine. Use these weapons to snipe at 
gency weapons cache. opponents in dark areas. These 


@ Trace laser fire. Pay weapons can be used to open doors 
attention to where laser from a distance, causing your oppo- 
(plasma, and so on) fire nents to think you are on the other 
comes from. You can side of the door instead of across the 


usually trace it back toan room or behind them! 

opponent and return fire, 

even in dark areas. 

Remember that this goes both ways—fire in short bursts and vary 
your position often to keep opponents from drawing a bead on you. 


@ Hide next to power-ups. Find a popular power-up or weapon and 
camp out near it. When an opponent comes along to grab the power- 
up, let him have it! Be sure you have enough firepower to make a 
quick kill; you don’t want your opponent picking up the power-up and 
then blasting away at you! 


@ Use marker cameras to keep an eye on key areas. The reactor room, 
exit, and common corridors are key places to place markers. Keep in 
mind that your markers show up quite well, even in dark areas; your 
opponents will know you are watching.... 


@ Use power-ups to their potential. Don’t pick up an Invulnerability or 
Cloak power-up unless you have an immediate use for it. Remember 
that both of these power-ups can only be used for a limited time. 
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@ Hide in popular areas. Some players like hiding near the reactor or 
exit, waiting for other players to show up. Consider this tactic and be 
wary of it! 


@ Know when to cut your losses. If you are killed and are certain that 
you cannot arm yourself accordingly to compete with the others, blow 
up the reactor and hope most of your opponents get trapped in the 
mine. Also, if the reactor is destroyed, consider dying in the mine to 
keep from getting killed on the way to the exit. 


ROBO-ANARCHY TIPS AND STRATEGIES 


Most of the tips in the Anarchy section apply here. In addition, consider 
the following: 


@ Move slowly. In addition to other players, robots are also doing dam- 
age to you. Move slowly through the mine, watching out for all 
threats. 


@ Find a safe spot and stay put. If you stay in an empty room you can- 
not be hurt. (Remember that you cannot score points either!) 


@ Jump on the bandwagon! Watch for opponents being attacked by 
robots and add to their discomfort by firing at them as well. Large 
secondary weapons (Mega and Earthshaker missiles) are especially 
effective, destroying the opponent and all robots and leaving you all 
their power-ups! 


@ Quite often you will start in or return to (after dying) a room full of 
robots, This almost always means certain death. In these situations, 
get a good idea of where you are so you can return to get some of 
your power-ups. 


CAPTURE THE FLAG TIPS AND STRATEGIES 


Capture the Flag games present their own set of challenges and tactics. 
However, some of the tactics of Anarchy are still applicable because 
Capture the Flag still has a combat aspect. 


@ Scoring with flag captures is productive, but so is destroying other 
players. Don’t ever neglect a good kill! 


@ When playing with more than one person on a team, consider split- 
ting up to find your scoring area as soon as possible. Then set up a 
game plan to repeatedly find, capture, and score with the other 
team’s flag. 
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@ Consider relaying the flag to your scoring area. Leave one team mem- 
ber guarding the scoring area and send the rest of the team out to 
find the flag. Arrange a meeting place for the guard to meet the 
incoming flag carrier. The guard takes the flag (drop it by pressing 
Alt+0) back to the scoring area and the carrier goes back to find the 
flag again. 


@ Use marker cameras with the suggestion above to keep an eye on the 
leg of the trip the guard travels. It’s a shame to have the guard 
destroyed so close to your scoring zone! 


@ Use your flag as a decoy as in Anarchy games. Place a few team 
members in the shadows around your flag to ambush any opponent 
who tries to pick it up. 


TROUBLESHOOTING 
MULTIPLAYER GAMES 


This section covers some basic troubleshooting techniques if you have 
problems with multiplayer games in Descent II. 


TROUBLESHOOTING A NETWORK 
CONNECTION 


@ The firstthing to try if you are having trouble playing multiplayer 
Descent II on a network is to run the game in normal mode on every 
machine you intend to run in multiplayer mode. If Descent II won't 
run in normal mode, it won't run in multiplayer mode. 


@ Descent Il supports only IPX-compatible networks. If you are running 
a different type of network, you might look into getting IPX drivers or 
emulators for running Descent Il. 


@ You don’t have to run all your network drivers to connect Descent II. 
For example, NetWare Lite users should not run CLIENT or SERV- 
ER when trying to play in multiplayer mode. At minimum, you do 
need a driver for your network card and an IPX packet driver. Some 
networks require that additional support drivers be loaded prior to the 
network card drivers. Be sure you are running the correct drivers for 
your network hardware. 
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@ Does your network 


function for other appli- 
cations? Try another multi- 
player game and see if it 
runs correctly, or load the 
full network and try 
Descent II again. 


Are you connected to your 
opponents via a router or 
bridge? Communication 
between Descent games 
can be slowed down and 
even stopped by a router. 
If possible, connect the 
machines directly or veri- 
fy that they are on the 
same hub without an 
intervening router. 


You might try setting dif- 
ferent values for the 
Packets per Second set- 
ting or enabling Short 


TIPS Youcan put a simple net- 
work together fairly cheaply. NE- 
2000 compatible network cards can 
be found for around $50 at most 
computer stores, and the cable to 
attach the cards can be found for less 
than $10. If you and some friends 
are willing to make the investment, 
you can be up-and-running with mul- 
tiplayer Descent II for about $60-70 
each. (Most cards come with all the 
necessary drivers. Any missing dri- 
vers can usually be found on most 
commercial online services.) 


Although $70 may seem expensive 
to play Descent, keep in mind that 
the same network can also be used 
to play a variety of popular network 
games. 


Packets to increase performance. 


Try using a different socket. The host enters the socket number when 
setting up the game and the guest(s) use PgUp/PgDn to modify the 
socket number from the Join Game screen. 


TROUBLESHOOTING MODEM GAMES 


@ The first thing to check is your modem or serial port's interrupt and 
base address setting. If you are successfully running other madem soft- 
ware, check the settings in that software and make sure the settings in 
Descent match. 


@ Note that you cannot use another serial device on COM3 if your 
modem is on COM1 (and vice versa). Also, you cannot use another 
serial device on COM4 if your modem is on COM2 (and vice versa). 
Serial ports 1 and 3 (COM1 and COM3) share an interrupt and ports 
2 and 4 (COM2 and COM4) also share an interrupt. Make sure your 
mouse and modem are not on conflicting ports. 
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@ Check other devices in your computer to make sure they are not 
using the same interrupt or base address as your modem or serial 
port. 


@ Try using a different modem Init string. Some strings to try include: 
AT&F 
AT&F1 
AT&F&C1&D2 


@ Make sure you are using the right baud rate. Also make sure that your 
opponent is using the same baud rate (even if the modems are differ- 
ent speeds). 


@ Try connecting to the other player using different software. If you can 
connect using other software, you should be able to connect with 
Descent Il. (Check the other software's Init string and copy it to 
Descent II.) 


TROUBLESHOOTING NULL-MODEM GAMES 


@ Many of the same troubleshooting tips for modem games remain true 
for null-modem games: 


Check your interrupts and base address settings. 
Verify that there are no port conflicts or conflicts with other devices. 
Make sure that you and your opponent use the same baud rate. 


@ Verify that your connection is indeed “null-modem.” A “straight- 
through” serial cable will not work. 


@ Try the simplest connection first. Eliminate all unnecessary gender 
changers and lengths of cable. After you have a working connection, 
you can get more creative if you need to. 


@ Try connecting through other software. If the other software works, 
copy its settings to Descent Il. 
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TROUBLESHOOTING INTERNET GAMES we? 
@ Verify that you are loading all the software necessary for Kali. . 
@ Make sure your IP, netmask, gateway, and nameserver addresses are . o 


correct in the WATTCP.CFG file. * 


@ Verify that you are not running any conflicting software. Network dri- 
vers and additional packet drivers interfere with Kali’s operation. Start J - 
with a clean boot and load only the software required by Kali (and 
Descent Il). P 


@ Although you can connect with up to eight other players on the : " 
Internet, it is not practical. Games with more than four players (even 
over dedicated lines) tend to bog down quickly and become 
unplayable. 


@ Type KALI /S at the DOS prompt, in the Kali directory. Kali should 
display a list of all users connected to the Kali server. Try using 
KCHAT to chat with other users. If both of these work, you should be @ 
able to connect with Descent. 2 


@ Try connecting directly to your opponent. Instead of starting Kali with + " . s 
the Kali server address, start Kali by typing KALI xx.xx.xx where 
xx.xx.xx is your opponent's IP address. (Your opponent should start 
Kali with no parameters.) If this fails, try the reverse—your opponent ial sl 
uses your address and you start Kali with no parameters. 


. 
@ Verify that your Internet connection remains open. If your modem 
hangs up or your connection is otherwise broken, Kali will not work. a 
_ 
ss 
| 
if, @ : > 
. 
: 
~ 
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CHAPTER 





TROUBLESHOOTING 
DESCENT II | 


Descent Il has been extensively tested by Interplay’s Quality Assurance 
Staff. However, with the sheer number of hardware combinations available, 
it is inevitable that some users may experience problems. This chapter pro- 
vides some insight into solving problems that you might encounter while 
playing Descent II 


GENERAL TROUBLESHOOTING 


Before embarking on a troubleshooting mission, check out the following: 


@ Read the “System Requirement” and “Troubleshooting and Common 
Problems” sections of the Descent II manual. 


@ Read the README.TXT file in the DESCENT2 directory on your 
hard drive 


@ Try running the game on a minimal system; for example, from DOS 
with only minimal drivers loaded (drivers for CD-ROM drive). 





SOUND PROBLEMS 


If you experience sound problems you might try one of the following: 


TRY ANOTHER PROGRAM 


Run another game or program that has sound and make sure it works 
properly. If the other program works, Descent II should work as well. Re- 
run the Setup program and check your sound setup; find the other pro- 
gram’s setup and use the same settings. 


CHECK THE BLASTER ENVIRONMENT 
VARIABLE 


Type SET followed by Enter at a DOS prompt and check to see if 

your BLASTER environment variable matches your Descent II settings. 
After typing SET, you should see a list that contains a line similar to the 
following: 


BLASTER=A220 I5 D1 HS P330 


This line is set to match the settings of your sound card. Here’s what each 
entry means: 


A is the base address of the card, usually 220. 

Lis the interrupt of the card, usually 7 or 5. 

D is the setting for the 8-bit DMA channel, usually 1. 
H is the setting for the 16-bit DMA channel, usually 5. 
P is the address of the MIDI port, usually 330. 


Use the Setup program to change Descent II's settings to match these 
variables. 


CHECK WINDOWS’ DRIVERS 


If you are running Descent II from inside Windows 95, check the status of 
Windows’ sound drivers. From the Start menu choose Settings, Control 
Panel, and System. Click on the Device Manager tab, and then double-click 
on the Sound, Video, and Game Controller entry. 





Check each of the entries under the Sound, Video, Game Controller field 
by clicking on an entry, and then click the Properties button. Check the 
settings on the Resource tab on the Properties dialog box. Pay particular 
attention to the Conflicting Device list at the bottom of the dialog box. 


If you find no conflicts make sure Descent II is using the same settings. If 
you find conflicts you must change the settings on your hardware. Consult 
your hardware and Windows 95 manuals for more information. 


VIDEO PROBLEMS 


If you have problems with the video that appears between levels, read the 
following suggestions. 


MAKE SURE THE CD IS OKAY 


Descent II requires the CD for the cut-scene videos. Ensure that you aren't 
having a CD-ROM read error. Try playing another CD game or examining 
the CD with DOS’s DIR command or Windows Explorer. 


CHANGE THE VIDEO RESOLUTION 


Try changing the video resolution to a lower resolution with the Setup pro- 
gram. Alternately, try installing a VESA driver for your video card. 


SEEKING ADDITIONAL HELP 


There are a variety of places to turn to for additional help if you are having 
trouble running Descent II. 


INTERPLAY TECHNICAL SUPPORT 
Write or call Interplay’s Customer and Technical Support at: 


Interplay 

17922 Fitch Avenue 
Irvine, CA 92714 
714-553-6678 
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Note: Automated Customer Service System is available 24 hours a day. 
Customer Service Representatives are available during normal business 
hours, Pacific Time. 


CONTACT INTERPLAY ELECTRONICALLY 


You can also contact Interplay via a variety of online resources. A few are 
listed in the table below. 


Service Contact 
Interplay BBS 714-252-2822 (300-28.8 baud) 
Telnet to BBS telnet bbs.interplay.com 
America Online Email: IPTECH 
Keyword: INTERPLAY 
CompuServe GO GAMBPUB 
Unofficial support from other gamers: 
GO GAMERS 
GEnie Games Roundtable, M805;1, 
category 13 
Prodigy Email: PLAY99B 
Internet Email support@interplay.com 
Internet FTP ftp.interplay.com 
World Wide Web http://www. interplay.com 
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TOTALLY UNAUTHORIZED 


DESCENT 


You're Material Defender 1032. 
You've been ordered by PTMG to 
accomplish one last mission: 
ELIMINATE THE ALIEN ROBOT 
J STRONGHOLD FROM ITS BASE. 


Without any outside communication, this book is your only hope of survival! 
Inside you'll find: 


@ Secret Codes—Invulnerability, Mass Destruction, All Accessories, and more! 


@ Detailed 3D level maps showing the locations of the hostages, power-ups, and 
weapons 


@ Level walkthroughs highlighting the ultimate path through each alien mine 
©@ Acomplete listing of enemy Robot fighting tactics and flight tendencies 


©@ Detailed descriptions of all power-ups and weapo! 





© Multiplayer and network game information 
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Check out the BradyGAMES Web site a 
http:/www.mcp.com/brady 


aia |) UNI 
|/1bradyGAMES Mcoretocses | LL | 





